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ADVERTISEMENT- 



AiTHouGH various treatises liave at differ- 
ent times been published to assist those who \dshcd t» 
acquire a knowledge of chess, none can be found tbst 
iully answer the puipose. This arises partly firoiti the 
obscurity in which they are written ; partly fix)m the 
ii^cacy of the subject ; but principally from the con- 
fusion occasioned by uang the names of the pieces, t<J 
designate the squares on the che^ board. These <fif- 
£culties combined/ form sitch an obstacle in the way of 
the learner that few persons have been able to avail 
themselves of any written treatise, as an demeritaty chesi 
hook. The most ready and effectual way of teaching 
any art or science, bemg by means of practical lessons, 
those who have undertaken to give instructions tot 
chess, h^ve generally detailed a series of games, with 
illustrations and explanatory notes. Among the works 
of this description, the games published under the name 
of PHILIDOR, are unquestionably the best, and have 
accordingly obtained a distiagiiishcd reputation. But 
even in these, the learner is frequently perplexed, not 
otdy l^ the difficulties above mentioned, but also by 
the peculiar 0»a6eology of the author, and soon be- 
comes involved in a labyrinth of confusion. Disgusted 
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and discouraged, he throws aside the book, and endeav- 
ours among his fiiaids and acquaintance to obtain the 
instruction he has vainly sought in print* Viewing the 
printed chess-books in this light, the compiler of the 
following pages was led to consider, whether these ob- 
stacles might not be removed, and the path of the learn- 
er rendered more clear, easy and pleasant. 

A careful examination of the subject suggested the 
id^ of numbering the squares on the board, and mark- 
ing such of the pieces as are liable to be mistaken. He 
accordingly made the experiment by playing over one 
pf Philidor's games on .a board, and with pieces, dis- 
tinctly marked, carefully notmg the numbers of the 
squares to correspond with Philidor's directions. The 
jresult encouraged him to proceed, and new model the 
whole of the games upon this plan, with such alterations 
ii^ the style of the notes as appeared to him necessary for 
gpnergl use. The work thus prepared, is now present- 
ed to the public, under a strong impression that the 
method proposed, though extremely simple, and easily 
put in practice, will be found to answer the wishes and 
ex]4ectations of those who are desirous of learning the 
principles and practice of this ingenious and interesting 
ganie. It remains for him only to point out the mode 
pf prq)aring the board and pieces. This is done with 
a common black lead pencil, by markii^ on the foot of 
each of the following pieqes of both colours, one letter, 
as directed below. 

On tlie King's JBishop...K On the Queen's Bishop...Q^ 
King's Knigl^t-.K Queen's Kmght...Q 
King's Rook K Queen's Rook Q 
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The pawns of both colours are then to be numbered. 

Queen's RodsL^s Pawn, both black ' and nvhitej No. 1 

Queen's Knight's Pawn . ; . ; da. . ..... 2 

Queen's Bish6p's Pawn .... do. : ' 3 

Queen's Pawn . do. '. . . i . . 4 

King's Pawn. ....... ,.do, .. , .. ... 5 

King's JBishop's Pawn do.... ...... 6 

King^s Knight's Pawn ..... do. •• 7 

King's Rook's Pawn ..... da. *.- ..... 8 

Having thus prepared the pieces, the next thing to be 
done is to number the squares on the board, and for 
this purpose, a lead pencil is likewise isufBcient. The 
board being placed before the player, with a white 
square in the comer at his right hand, he commences 
with No. 1, at the black square m the comer at his left 
hand, proceeding upwards to the next square (No. 2) 
and so on straight forwards along the file to the opposite 
white square at the top of the boald, which of coiu^se 
will be No. 8, then <x)mmencing again with No. 9 af 
his Knight's square, and ascending along the file to the 
opposite Knight's square No. 16, then commencing a- 
gain with No. 17, at his Bishop's square, and ascending 
to that of the opposite Bishop, No. 24 ; continuing 
thus, till the squares are all marked to No. 64. It may 
here be noted that making the figures veiy small in one 
of the right hand comers of each square is better than 
marking them on the middle of the square. 

The pieces aix^ now to be placed on the board in the 
folbwing order. 
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WHITE. 
Q. llook on square 

Q. Knight 

Q. Bishop 

Queen 

King . ;..;.*... 

K. Blshbp". . . . . . 

K. Knight . ; .-. , . 

Jx«- JtCOOK •••••«« 

Pawn No. I . ,,. k 
Pawn No. 2 



No. 1 
. . . 9 

. . ir 

. .25 
, .* 3'3 
. : 41 
. 1 49 
. . 57. 
•. • . 2 
. . 10 



Pawn No. 3 18^ 

Pawn No. 4 26 

Pawn No. 5 34 

Pawn No. 6 42 

Pawn No. 7 ] 50 

Pawn No. 8 58 



BLACK. 
Q. Rook on square No. 8 

Q. Kraght 16 

Q. Bishop ........ 24 

Queen 32 

King 40 

•K; Bishop ........ 48 

•K-. Knight . 56 

K. R0(^ . 64 

Pawn No. 1 . 7 

Pawn No, 2 15 

Pawn No. 3 23 

Pawn No. 4 31 

Pawn No. 5 . 39 

Pawn No. 6 47 

Pawn No. 7 55 

Pawn No. 8 63 



To iDustrate the foregoing direcdons, and prevent 
an^ mistake in pbeing the pieces, the engraved frcHitis* 
piece contains two views of a chess*board ; one shew^ 
ing the course of the numbers ; the other shewii^ the 
poskiim of the pieces on the board. 
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fOE TKS llrrORMATIOK QP TH09S WHO AA% TOTAtJ^T UN<« 
ACQUAINTED WITH THS> GAMS OF CHESS IT MAT 3B 
NECESSARY TO DESCRIBE THE WJKOLE APPARATUS. WB 
THSRSroltE COMMENCE WITH 

THE BOARD. The chcss-boani, (like that us- 
' ed for playing at Draughts or Checquers) is a square^ 
divided into 64 smaUer squares, and checquered black 
and white. At chess, these squares have the technical 
Q^ne of hou$esy and are all of them played upon. In 
iJacing the board, care should be taken to have one dl 
the white comer squares at the right hand of each play- 
er. When the board is in this position, the several 
ranges of squares running from left to right are called 
ranks : those perpendicular to them, runnmg from one 
player to the other have the name oijiks ; and the two 
ranges sloping from one comer of the board to the op- 
posite (one of which ccHisists of white, and the other of 
black squares, touching one another at the comers,) are 
dic^on^^ a name that comprehends also all the shorter 
raoges running in the same direction. 

THE PIECES aHotted to each player are sixteen; 
viz. a king, a queen, two bishqps, two knights, two 
nx>ks, and dght pawns. Of these, the first ei^ are 
omaidered as officers, c^ principal pieces. To distin- 
guish those bdonging to each player, they are cdoured 
diffoiently, one set is conimonly white ; the other red, 
or black. Their disposition on the board has been al* 
ready pointed out ; for which see the frontispicGe. 

In detailii^ the powers of the different {ueces, 
their conqiaGitive wwth or value will also app^r by the 
order b which they occuii' 



• THE KING. Though this is the most import^ 
jint piece on the board, his step is limited to one square 
only, except when he av^s himself of the privilege of 
castling. The king can however, both move and take 
in all directions, either forwards, backwards, sideways, 
or obliquely. This is the only piece on the board not 
liable to capture. When the situation of the game ren- 
ders it expedient to castle the kij^g, it is perform- 
ed by his moving two squares towards the rook, and 
placing the latter on the square that the kmg has pas- 
sed. But this can be done only on certain conditions, 
viz. the king cannot castle, if he has previously moved 
from his original station ; nor, unless the passage to the 
rook be entirely clear, by the bishop and knight on one 
side, or the queen, the bishop, and the knight on the 
other side having moved ; nor, can the king oastle with 
a rook that has once moved from the coraer square ; 
nor, when by castling, he would pass the check of any 
piece, or remain in check. To explain this movement, 
we will refer to the numbered board, and suppose tljie 
white king to stand on the square No. 33, the queen, 
the bishop and the knight on his left to haive moved for- 
ward V the king is to be castled with the rook now 
posted at No. 1. For this purpose the king moves a- 
side from No.. 33 to No. 17, while the rook is brought 
from No. 1 to No. 25. K it should be eligible to cas- 
tle on the right side, the bi^op and the knight having 
previously moved, the king goes into the square No. 
49, and the rook is brought from No. 57 to No. 41. 
As each king can castk but once in a game, it is a move 
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of some csonsequeoce^ mA should iu)t be resorted to 
Motfaout due coQsideration, 

THE QU££N is the most powes&l pieoe on the 
board, us»tiB^ the moves c^ the bishof) and rook^ 
i«^udi will be explmoed under their respective tides* 

TH£ ROOK is m i]aQfX)rtaEnt piece, and in some 
ckcumstances of die game^ hb power is litde inferior 
to diat of tihe qpaeen^ The rook moves in a straight 
Ime finwaids, backwaids, or sidewsf s, but not diagcm- 
dSy* He can at one sttp pass abng a whole rank, or a 
whole file, if the passage be clear ; or stop short at the 
first, secQiKl, third or any odier sqoiH^ of arank or afile, 
as occasiod may rsqube* To elucidate the move of the 
rook, suppose tbe white rook to be stationed at the 
squ^ie No. 57 and the whob file of squares to No. 64 
to be unoccupied, die look could then move to that, or 
anyintemediates(|uar&; suppose him howev^, to have 
stf^ped at tkc square No* 59, and ite wbc^mnk fix>m 
thaice to No. 3 to be vacant, his next move may be 
across the board towards the left h^, eW[ier to No. 3, 
or any hxt^rmediate s(^s^« From No. 3 be migjbt 
moveJbrwaidstoNo. S, then to 16, then to Mo. 9, supd 
so on back a^dn to 57. 

THE BISHOP. Theblidiopsof thcsamcsetbe* 
iog placaad cm di&rent colours, are obiq^ed throu^out 
theg^33e to walk cm thehr m^pective lines, their mo^nd^ 
bong di^^^oQud. Thus, die vrhitc bisliqp at No. 17 
cannot dudbg dae whcde game quit Ihe black sqi^res, 
nic^ cmtheodier bishop c€ the same set at No. 41 leave 
tiae ^'rfiite squases. His step m other respects is very 

9 
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extensive, as he niay, if the road be open for him g(f 
any length of squares diagonally from one corner of the 
board to the other. Suppose for instance, no piece on 
the board except the white bishop at the square No*^ 
41, his first move may be to No. 27, from thence 
to No. 9-^ then to No. 2, from thence diagonally across 
the board to No. 56, and then to 63, afterwards to 36, 
and then either to No. 8, or 57 and so on. In like 
manner the white bishop on the square No. 17 may 
move to 35, and successively to No. 7, 16> 58, 49, 
28, &c. 

THE KNIGHT. The move ef this piece is pe- 
culiar to himself, and would, without the assistance of 
numbered squares, be extremely difficult to explain^. 
It is two squares at once, (three including his own) 
partly straight, and partly diagonal. The square he goes 
into is always of a colour different from that which he 
leaves. But this will be better understood by referring 
to the board, and supposing the white knight to- be at 
No. 9, his first move may be to No. 3, or No. 19, 
from either of which, he may move to No. 13, from 
thence to No. 7, or No. 23. In l&e manner the black 
knight at No. 16 can move to No. 6, or 22, from either 
of which, his next step may be to No. 12, &c.. Agam, 
the white knight at No. 49 can move to 43,^ from 
thence to 37, and successively to No. 31, 46, 52, 58,, 
43, &c» To render the move of the knight still clearer, 
suppose one to be posted on the square No. 29, his 
next move may be to either of the following, 19, 12, 
14, 23, 39, 46, 44, or 35,, provided those squares be 
unoccupied. This is the only piece that has a vaulting 
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motion^ or that is not precluded from moving over 
other pieces. 

THE PAWN. The power of this piece is the 
most limited of any on the board. When a pawn is 
moved, it must be in a straight line towards the ad- 
verse party. When once brought out, a pawn, more 
restrained than any other piece, cannot retreat or move 
back again, nor can he quit his own file for that of ano- 
ther, except in the single case of making a capture ; on 
which occasicHi he moves diagonally into the next fife 
to the right or left, (as the case may happen) and places 
himself on the square of the captured piece which is 
removed from the board, after which the pawn can only 
move straight forwards as before, unless another oppor- 
tunity should occur of capturing a piece: The first 
move of the pawn may be either one or two squares, at 
the option of the player, but if, in attempting to go two 
squares, he should encoimter a pawn of the adverse 
party, the latter can arrest him on his passage. For 
instance, suppose a white .pawn situated on the square 
No. 34, and a black one at No. 28, the former in mak- 
ing a move of two squares to No. 36, is arrested by 
the latter at 35, the former is then removed from the 
board, and the black pawn places himself on the 35th 
square. Suppose however, the black pawn suffers die 
odier to pass to No. 36, while another black jiawn is 
on the square 45, the white becomes thus exposed to 
the black pawn, who captiu^s him by moving oblique, 
ly into the square 36, and removmg the white piw ji 
from die board. 



12 

• ••• 

It may heit be proper to note, ttet the powtt of 
capture possessed by any piece is Tequal to its extent of 
moticm, and that the tnode of capture b in ^ <^ases 
alike, i. e. the piece winch tske&, goe$ kito the sqaatt 
of the captuted piece, and the lattef is itmoved front 
the board. It imy also be observed, that no piece (ex* 
cept the knight) can take another unless the passage fae^ 
tween them be perfidy efear, asid unociDQpied. 

Ojp making a tyjEEw, A ROOK, 8cc, Tts^ te^ 
singular mode of expression ; howerer, as jt is Ae tedb« 
nical language of chess, we shidi ^deavour to exptaiti 
it as intdHgibly as possif:^. Whm a psfwn has ftd^ 
vanced through eveiy danger, and obstructioi^, toiiie 
furthest rank on the adverse side of the boardt he b re-^ 
warded by being IP^^ a queerty or a rook, that is to 
say, if you have in tite course of the play, l<»t dither of 
those pieces, the pawn upon his arriving at any one of 
the 'Squares iti Aat rank, is removed from the boord^ 
and the piece you wi^ t0 rest<»e is substituted in im 
place with aH his, or her OT^ial po«9^xSt For bk 
stance, suppose that you had k)st the <ja9!en, rodk^ 
knight or bishop, and your pawn had reached ti» 
square No, 23, the next move wiH take hitn into No. 
24, and th^, you have your dioice which of your lost 
pieces to place on the square 24, having previously re- 
moved the pawn. 

Giving chjece, anio chick^mati. These 
s;rt also technical terms of chess, and upon these de- 
pend the whole spirit, and ir*erest erf Ae game* When- 
ever an adversaiy advances upon the kki^ in such a 
in^er, that if he were any other piece he would be 
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exposed to capWppc, Be IS to te 
Are wtSfrd " cl»xk,'* on which ^ king most be hhme- 
<Bafceijr relieved from the attack, tstfier by tridng Aft 
|»ece to whidhi he i» exposed, or inteiposing^one of loj 
own between thai: sad hims^, or by removing itttot 
square wher e neither Aat nor any olher of the sriker- 
sary's pieces can reach him. If he can do neither <5f 
ftc^beis "^ chedk-maled^' and ihe game eoiiehided. 
ToexptoinAismorefiifly, we wBl suppose there taeoft^ 
ly three pieces kH <m the boesd, the two kings md « 
wMte qmen, smd ^Ir sstuation thus. The bltn^k kkig 
on the square Na 16, the wMte king st No. 6, Ae 
queen at 47, and it is^ now the miove df the wlstes* 
The queen goes to No. 15 where she is guarded by 
her king, the black king being then in check, and hav« 
ing no move that will extricate him is " check-ma- 
ted." But when the check is ^ven by the knight, 
the latter must be captured, or the king must remove, 
if neither of these can be done, the king is checkmated, 
and the game lost For instance, suppose the black 
king to be on the 4Dth square, with his queen on one 
)5ide, and bishop on the odjer,. and a pawn on the 47th 
square, a white knight at 61, another white knight at 
45.' The knight moves from 61 to 46, giving check ; 
in this case the queen vidll take the knight, and relieve 
the king, but suppo3e a rook stood on the S2d square 
instead of the queen, the consequence would be check" 
mate. 

Stale mate. By the laws of chess, the king is 
on tio account to move into check, and therefore when 
0Dit party has crouded up his adversary's king with so 
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many pieces, that the only move left him would take 
him into check, the game must necessarily cease, un- 
less the player of the king thus circumst^ced has some 
other piece to move. The game however, is not un- 
decided, for the party thus crouding up the king is ad-, 
judged to have defeated himself and his opponent is 
the winner. 

Drawn came. Whenever the loss on both 
ades has been so great that neither party is capable of 
forcing his antagonist into a situation by which he 
would lose the game, the further progecution of it be- 
comes insipid and useless. The players then mutually 
figree to jnake a draw of it, gnd b^^ anew. 
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THEORY OF CHESS. 

The game cannot be better begun than by advancing the 
pawn No. 5 two squares. Those before the queen and K. 
Ushop may be moved next, after which the moves on either 
side must depend greatly on circumstances. Where the pawns 
are not equal to the support and protection of each other, the 
principal pieces must be brought out to guard them.* For this 
purpose th^ bishops are preferable to the knights, because they 
are not, in the early stages of the game so' liable to be obstructed* 
The principal pieces however, should not be brought out too 
early m the game, because by every one that is driven back, a 
move is lost, but when a few pieces have been exchanged \ and 
the game is somewhat advanced, and there is no danger of your 
pawns being stopped, the knights and bishops may then be em- 
ployed in occasional attacks on the most unguarded of your ad- 
versary's pieces. 

The queen, being the most efficient piece on the boards 
should not be moved too early, especially to act on the offensive. 
Before you move the queen, you should have brought your 
game into some method, and be able to calculate what aspect it 
is likely to assume. To put her in motion before you had di- 
gested a set of measures, and had a good prospect of succeeding 
in them wouMI be a misapplication of her great powers. 

* One piece to guard another may be explained in the following man- 
ner. Suppose a white pawn at 36, the black moves a pawn to No. 29, the 
white pawn might now take the black one, which if he does not do, he will 
himself be in the power of the black ; to guard the white pawn the bishop is 
brought to No. 27, and now, if the black pawn takes the white one, the 
bishop will take the black one in the same square. 

f To exchange pieces, is to lose one or two of your own for the sake of 
taking one or two of your adversary's. ^It serves to clear the board» 
and enlarge the field of action ; and when you can gain a superior piece 
from your adversary by sacrificing one of inferior powers, it increases 
your comparative strength. Nevertheless, exchanging pieces thould be 
done with caution. ' • 
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As the rookS) while the board is crouded, can effect nothing 
iforthy of their afttamptiQ^, geftsralfy speaking it is adviseable 
to keep theifi ia reserve till towards the conclusion of the game. 
The ttseftdness of l3le rook as the crisis approaches is littf e in^ 
ftiior to ttsBit of the queen.* 

The king is not to act offensively^ He should he kept, or 
'jpst 'W^ere he w31 be least open to attack, and while a check' 
mate from your adversary is possible, the king should ndther 
move nor take, but with a view to his own safety* The two 
cbief points of the game, and chief objects of your play are, ta 
give check*nnat€ to your adversary*^ ^tin^y and, tHe preservation 
<^ypur ovm. To effect these objects perhaps the following no- 
&es xnay be worth attention. 

1. A& soon as you can ascertain on which side it will be 
treat to ca^tk your king, you should endeavour to keep the pa^vns 
oa that side in their original places* For instance, suppose it ad- 
viseable to castle on the right side, then the pawns No. 6, 7, B 
dbouldnot be moved. In like manner, if you find it eligible to 
castle on the left side the pawns No* 1, 2, 3, 4 should remain 
unmoved^ because in eitiber case the intention of castling is to 
glace your king behind l^ose pawns, effectually sheltering hixn 
from the attacks of your adversary's pieces. 

2. When a pawn is pushed forwards, it should be well sua- 
tnned by his comrades, and not suffered to stragele alone. A 
party of these, well managed, and well supportedTmay in a tu-- 
ture stage of the game repair the loss of a principal piece, or 
do soHse odier signal service. 

3. At the same time that yon are planning an attack on 
y^gur adversary's king, endeavour to. have your owm so circum^ 
stancfidi tiiat he may castle on either side whaiever you please. 
The advantage of this staadon is, that y^^ur adversary, not knoww 
ing on which side you mean to castle, will be obliged to form 
two distinct systems of attack. 

^ When your adversary's king is entirely stript of his attendJants your 
fook and king can chei-mate him beyond the posslbiiity of evasion, a 
degree of power which (except the queen) belongs to. |» o^er piece. 



or iftt^4t<?^ ws^ \^, yo^F 1>^>»W iu fr<H^^,of hia H^.tMsi^ 

vqok:^ a^h wW §V|sta^ ^^, in the qcp^setr If yoijtt a<|^ff sjffj: ^g^ 
til^ a|i tbe *iiiaft^. s4<i^s^h^^. J W 4^) it wiythtn Kbc^flti^ ^J^ 
kim with your principal pieces, otherwise your kiivg.*^ vomiiik 
C«WWA ^X ^*Wpi|jg youF p%w^i - - ' -^ ^ ) ' 

5. Whei*^ a Svebt attai^k on yo<M^ adv^mry^ kin^ Is^itii^^ 
peliyia) or impyaeticaUd, y<Hi »iu«t endoavotip to r^itote^ o^ taRiir 
^ose of Ua^pfeoes vrkiek vender it aoi •- - - r ■> 

6. Ineffectual checks, or checks that your^aAviersUty^can 
easily evade, are in general to be avoided. They are very apt 
to occasion the loss of a move, tlieloss of the checking pieced or 
seine e&ep ^kftster.v ^There ai^ ht>wever, some cases in -which 
such cheoks'will ferce yiMir adversary ^ kMg^' Into a mere ex'^ 
poeed dtuatfeft-; o^'obfige kijn to )4ave a capital: ^i^ce 'un« 
guarded ; or compel him to move, by which he foi€eits his 
pHvOege of castHng ; ot having a ];dece of your own attacked, 
you. are not otlierwise able to sav6 It) thati' causing thfe removal , 
of the piece that threatens yours, 

7. Yoiji should offer ^ exqji^ge oiF pieces when it will an- 
swer eitber^f tlie^e pyrpo^es,; viz. to cause your adversary to 
iase a moVd^ or increase your comparata^ye strength ; or ena- 
ble ^ou to parry a troublesome^ perhaps a dangerous check. 

8. When yoiu* ki|ig has C9kSt}e49 the pawn^ in bis fr<p^,. 
together with tbe rook ^hp^ld 1^^ guarded (^s ^uch as possible 
from the attacksi of ypijr adv€[rsary. 

9. Whenever your king becomes exposed, some of your 
principal pieces shQuld he kept in readiness t^ cotitribute to his 
safqty, either b]? preventing, or covering tl>e ciheck. Those 
that operate at a distance, such as the queen, the bishop, and 
the rook, are prefen^k to the kiiight, whpse step is too limited 
iQ fee very ^^rvice^bl^ W su^Ji ?a|es. 

c 



is THEORY or dHZB$ii 

"10,- The queen should never stand in such a manner be-^ 
i^re tihie king', as that if a robk, or bishop of the adversary were 
to attack' her, her moving aside would leave the kmg in check, 
because in this case, if your adversary's bishop or rook be 
guarded) and you have no piece to interpose, as you cannot 
Expose your king, it is pl^ you must lose your queen ibr a» 
iniferior piece. 

1 1. Great advantages are often gained by an ambuscade,- 
which is, the having one piece so placed before another, as that 
by remoying th^ former, the latter gives check to the r king, ob 
some other principal piece. A rook, 9nd a bishop may be so 
situated, that your adversary's king is in check to neither, and 
yet by moving that next to liim. forwards, or sideways, he will 
be' in check to both. 

I2L While intent on projects of offence, be careful that you 
are not surprised yourself. You shcAild consider that every 
stratagem you are practising on your adversary may be retorted 
on yourself. 

13. Take care that no guarded pawnof your adversary be 
allawed to attack two of your superior pieces at once, as you 
must then infallibly lose one. of them. • 

, 14. You must likewise beware that neither of his. knights 
check your king and queen at the same time, because in that 
case,- unless you can take his knight, as the king «|LSt be mov" 
ed, you will lose your queen. 

15. Nor must your adversary's knight, if secure from 
capture, be suffered to branch any other two pieces of more im- 
portance than himself, as the loss of one of them for the knight^ 
or perhaps for nothing, will be the consequence. 

16. When two pieces are attacked in^uich a way that one 
of them at least must be lost, in deciding which to give, up, you 
must not think so much on their general comparative worth, as 
on- the particular effects which the loss of this, or that, in the 
present state of the game, will produce. 

17. When one or two- of your pawns are so far advanced^ 
and so well posted and guarded, that you are almost certain of 
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pushing one of th^pi to the line of promotion, you may then be 
folder with your principal. pieces, and more readily determine 
which you would be willing to surrender. 

18,. Unless there be no othet v^ay of .shielding the king, or 
no other but what would be attended with great disadvantage, 
never cover him from a check by placing a principal piece be- 
fore him in such a ^manner that an a4verse guarded pawn can: 
attack your covering piece, lest your adversary oblige you to 
make a losing exchange. 

19. It is a good general rule to keep your principal pieces 
always free to act as occasion may require, therefore you should 
endeavour to have them guarded by those of inferior rank, and 
never employ as guards more than are absolutely necessary. 

20. Where two of your adversary's pieces are so situated" 
Aat you can take either, considerations similar to those in the 
i6th direction must determine you. 

2 1 . When a piece of your adversary is so much in your 
power that you can take it when you please, be in no haste about 
it, but examine first, whether you cannot make a good move 
elsewhere. 

22. When one of your adversary's pawns has advanced to 
the square immediately before your king, let him remain there, 
as he will iAgeneral be a safeguard to your king. 

23. Whenever you can anticipate by calculation, that the 
sacrifice of such and such a piece, though it can yield no imme- . 
diate benefit, will yet lead to such a position of the j^eces, as 
will, in the end, enable you to give check mate, true policy re- 
quires that you make it. 

24. Unless you be thoroughly sensible of the necessity of 
circupnspection, a decided superiority may sometimes lead you 
to endanger its forfeiture, by an over-eagerness in pursuit of 
your object. On the contrar}^ to avoid a stale mate, always leave 
your adversary's king ample room to move. 

25. Whenever your game is in such a disastrous condition 
that a stale mate is your only resource, you slioiiki then endea%- 
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tiife-feUowinJ^ case 'vrill sferVcls a bltte. 'iWft ki%lt clof^ f^ss* 
ed on all sides, and ycia hiite 6niy ttrt ijudife, alHl rih faJfefiWr 
|aece left: taloe tht first Qp|K>rtHmty,Of playvag th^ iirferior 
piece BO that by its being ^her l)lo<;bed «p i^i* Ibst^ '^ kiiig; 
irouldbe in a stale airestdyy tf you had not ^.que^ to moTe $ 
thk done, em^l(^ yovtr i^eain^tii^ iAcesaoiit check td'youl^ 
adversary's khig, till at length to atoid a diiedk mate lie i« <»m« 
pelled to take your queen. Your objeot will t^a ^ -attaiBred^ 
as your king cannot move without being in check. Sometimes, 
a check mate or stale iivfil speedily tennihate ^e game, some- 
times, it win hai^en that the pieces on both sides ^a% nearly all. 
captured, without either taking p}ace. To the latter case the. 
following notices are exclusively adapted. 

26. When your adversary's force is so much dUninished^ 
that your king is in no immediate danger, and your ow?i force is 
so much diminished likewise that you can make no efiectu^ at** 
tack without him, it will be adviseable to put your king- in mo- 
tioti, (^^ecially, if by doing so> you can g«dii» or preserve the 
mov0, for if the game has been well conducted on both sides, 
yoirtr having the move will determine it in your favour. Your 
king may also be ser^deable, either by protecting some pawn of 
your own which may bthenvise be lost, or by annoying tiioie of 
your adversary. w 

27. If you have only your king JeTt, "ahd yout aflversary ha$ 
a king and a knigfyij or a bishofiy it inuSt be a dfawn gktne ; a 
pawn, in this case, would be better thati either of those pieces, 
from the possibility of Ms being 7ndde a queen. iThis observa-» 
tjon serves to introduce the following particular cases. 

28. Your adversary has the king and a pawn ; and you have 
only your king. Ypu will of course, endeavour to intercept hi^ 
pawn, his king will go to assist the pawn, this, if the king is in 
time to save him, will biing them togetlier, and though you have 
fouled in your attempt to take his pawn, yet, if you can get ber 
fore them both, With a square between, you <anpot lose "the 
game. 
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29. Cpon certain continfCfiCC^ your adversary may have a 
king, a bishop, and a pawn, while you have only a king, and yet 
be unable to beat you. For instance, if the pawn be on the 
rook's fi}^ S&a y6uV kittg dSti gcft klt^ tl^^ ^[ttftf^ vt 7l)ur end 
of the file, this square bdng of a colour different from that on 
which the bishop moves :---these circumstances concurringy it 
isHe^velhik)si^fefelb^>6u^oii^^^ ' 



liAl«^ OF THE GAME. 

L If- a {Jny^er toudfts a pfece, he must ^y it 
sonieiJdiere ; mi when he has quitted itlie camuttxit*' 
QsiiU 

IL If one party, by mistake or otherwise, jnsdoed 
a felse move, and it is not discovered till after the odi» 
er has played in his turn, it cannot "be revised or recti^ 
fied by eidier, - .; ,, , . 

• # - 

Hi, u a phj^ misplaceis the pieces, and, before 

he finds it out, plajrs t\\b moves, it is at the dhoicfcof 
his oppopejnt to permit him to begia the game again 
or not. 

IV. If one party plays or discovers check to the 
king of the other, and neglects to notify it, the other 
rnay let hjm remain in open check till he does. 

V. After the king has been once moved, or if 
both the rooks have been mov^, h^ canjipt pastjp w|tb 
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INTRODUCTION TO PRAGTICE. 

Whoever has remarked the experunexrts of a no- 
viciate in chess, must have observed a propensity to a 
variety of moves, which, vAAc they hold out brilliant 
prospects of advantage, really lead to disaster. ,Some 
of these are interspersed in the following examples, and 
their adverse consequences pointed out. These exam- 
ples are tberefoie calculated to give the leami^r the most 
correct ideas iahis first attempts, and are comprehend- 
ed in THREE ESSAYS ; with notes explaining the 
moves. 

It is to be observed, that in the notes, the reader is 
addressed as the player of the white pieces ; and an im- 
aginaiy antagonist, who is supposed to play%e blacks, 
is spoken of in the third person, to avoid confusion. 
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FIRST ESSAY. - . 

1- Whxu. . Pawn No. 5 at the square. ^6. •>(«),. i> 
Black. Pawn No. 5 at the scpiare 37. 

2. W. K. Bishop at 20. (^T -...•. 
B. Pawn No. 3; at 22; . {c) ' -■ :" 

3. fr. Pawn No. 4 at 28. - '-^■ 

B. Pawn.N6. 5 takes the pawn at 28. -3 

4. fT. Queen take^ the pawn at 28. 

B. Pawn No: ^ at 15, - (^- • ■ ■ ' 

Notes. 

(a) To place the pawns in the centre, and gain room fcr 
the action of the pieces^ sp as not to.,gtpose.lhe king, «ho^4 be 
the first pursuit. 

(b) The 4th pawn, should not Jbe , advanc^ to the 2Tth, 
square with a view of supporting the p%wn^t Seiy except in case, 
of urgent n^cepsity, for by playing .s<jLry.ou.pb5tyuct your. K. 
Bishop, and if the adversary oblige you aftery^rds to advance it^ 
another square, you lose a move, as using twd efiprts for what 
may be dpne ^t onge. It is proper therefore, in regular parties 
to. bring out the K. Bishop at this nibiiienti' and to keep the 4th 
pawn in' reserve. • ■-' . •• • . 

(c) Your adversary moves this, as a prelude to exchang-* 
ing his 4th pawn for your 5th, in order to have two pawns 
in the centre. Philidor disapproves of the attfempt so eaHy^ 
because it may be defeated by advancing your 4th" pawn. 

(rf) This is the first step of a deviation that promises 
speedy trophifes, and yet conducts to feilure. The advance of 
the 2d pawn is seldom beneficial in the beginning of a game,, 
and should always be followed by preparing to defend the rook.. 
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5. W. K. Bishop at 11. 

B. Pawn Na a at 21. (^ 

6. iPI . K. Bsahflp takes the pawn at 47 and givet 

... ctecL (/> . 

j?w King takea the l^i^hop at 47«^ 

1. JF. Queen g^ycs cicck ^ 2Sk .(^>: 

J?. Kii% returns to 40. 



8* JF.' Qttjeefttekw; the rook at 8» 
.ff. Q. Knight at 22. {h) 

9. /T. Pawn Ifo) 1 at '4. (zX:. 
B. Queen gives dheck at 5. (^ 

' fey Pwsertring in a cbuSfse of annojaitce began tod ha^tlljr* 

(^) You nught have offered check-4(nate by pl^^cing ]four 
^Ueeti at "No. t^^y btit he ^urbtthl then have advanced hU 3d pawi|, 
x^ii youF K. Bishop. ' You would have obtsdixed, what you wiiT"^ 
dpw obtain, a ro6k> ^dta pawn, for a bishop, with this diffeirr 
enqe thaJi; his king: Would iiave petabied the priyitege of cistlin^, 
which he loses by moiling from his square. 

(I") ,Thf attagk of your Wshop by bringing bU king t» tbt; 
47th square gives you this opportunity of chc^okiAg b<|tiv his 
km5.apdrpok* 

\k) Your que^^ ia now i^ a dan^e^us situationi m^ i% ^l 
wqmre aoiR^ address to e^tfiqate her. 

(0 If this pawn |s takoahy h|s oppoaeat you will be ena,« 
bkd to ^ipen a conxwumatjon between ypur quf^n an^^rop^, 

{ky He gains a iaove by this, ch^ky and tbe qt^ecii^ 
anibnth on your rook pk'events your first pawn from takm« 
his 3d. 



10. /S^ n»m Ka S at 19> qovcis tke cbedk. 
i7. In. Kmght tt S9. 

11. fT. Q* Bishop at 44.. 

J?. King at 47» 

12. ^. K. Knight at 43. (/) 
j9. Queen at 14* (m) 

a3. ^ Pawn No. 1 takes the pawn at 13* 
'£. Q. Bishop at 15. (n) 

14. fT. K. Knight gpives check at 37. 

^. Q. Knight takes the knight at 37. 

15* ^ Queen tadkes the pawn s^ 7. {o) 
M. Queea tdcM the queen at 7. 

16. W. Q. Rook takes the queen at 7. {p) 
M. Q« Biniiop takes the pawn at 36. 

• Notes. 

(/) Tou bring out the bishop and the knighty in order to^ 
4Bsk>dge his Q. Knight. 

(m) He is pfepsriag to attack your queen nrkh la& 
Q. Bisbqx 

(n) Though yoior queen is in still greater danger, she 
-will either be extricated^ or cost yoiir adversary am equivalent. 

(a) If your bishop takes the kfiiight at 37, you will Jose 
t&e game. 

{p) The exchanges from the 14th to the 17th move 

leave your adversary tilie advantage of one piece, but as your 

pawn No. 1 is paa^d beyond the reach of his pawns, and 

row pieces are better situated^ yeu have the real superiority. 

D 
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•••♦. 

17. jr. Q. Bishop takes the knight afr37^ 

£. Q. Bishop takes the knight ^t .9. 

18. PT. Bishop at 23. (q) 
B. Knight at 24. (r) 

19. JF. Q, Rook at 8. 

B. K. Bishop at 39. (^) 

20. ^. Q. Rook at 16. (/) 
B. K. Rook at 40. {u) 



Notes. 

{q) Had you taken hia pawn at No. 31 with your rook^ 
the adverse king, by coming in contact with your rook and 
bishop at the S8th square would have captured one of them ; 
— 4ind had you castled, his Q. Bishop would have taken the 
S7th square, thereby checking both your king at 41, and pawn 
at 13. You would thus have lost your passed pawn, or been 
compelled to exchange your rook for his bishop. Your Q. 
Bishop in his present position, is ready to support your pavm 
in two of its stages. 

(r) Your adversary's pieces confine one another, and it is 
partly to remedy this, and partly to intercept your pawn, that 
the knight moves. His attack on the rook is purely inci- 
dental. 

(«) Ths^ his rook may protect the kiught. 

(0 Still you must not castle ; and if you venture to ad- 
vance the pawn, his Q. Bishop will assail your Q. Rook, and 
7th pawn, by coming to the 36th square. To remove your 
rook out of the range of his bishop is therefore your only 
proper move. 

(tt) His rook was in a bad situation, a removal of his kn%ht 
will not now expose the rook to capture, without an equivalent. 



■y 



FIRST ebsay; 2Z 

• ••• 

21. TF. King castles at 49* K- Rook at 41- (©) 
£. Q. Bishop at 45. 

22. fF. K. Rook at 33. (w) 
B. Pavfa No. 4 at 29. (^) 

23. fF. Pawn No. 1 at 14. 

j&. Knight takes the pawn at 14. 

24. IF. Q. Rook takes the knight at 14. {y\ 
B. K, Bishop at 53. (z) 

25. JF. K. Rook takes the rook at 40. 
B, King takes the rook at 40. 

Notes. 

{v) Had you pushed the pawn, he mSght have emb^irrasscd 
his progress by removing his K. Bishq), which would haVe left 
your king in check to his rook. 

(w)' Your pawn were it pushed now, would cost him a 
piece, but this momentary delay will not allow him to amend 
his atuation, while yours is improved by this move of the rook. 
*' {x) It would be an endless undertaking to exhibit alljthe^ 
variations which might be made of this party. Advancing the 
pawn in the present instance is the shortest, and most certain 
method of bringing the game to a conclusion, as favourable as 
the situation of the pieces will permit. 

' (y) The game begins to assume a regular appearance, but 
the whites have visibly, been managed the best. With five 
pawns to four, and the difference between a rook, and a bishop, 
the game is virtually decided : but as an antagonist is at liberty 
to try every expedient, to protract, and palliate, in expectation of 
your committing an oversight, it may not be useless to continue 
the moves. 

(z) Had he suffered you to place your Q. Rook on the 
si^uare No. 15, before he offered this exchange of rooks'^ he 
would have lost a piece. 
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^. /F. Book at 13. 

j9. K. Bishop at 17. {aa) 

27. /T. Hook takes the pa^m at ^1. 
B. Bi^op takes ^ p«wn ^10. 

28. PF. Rook takes the povm at 29, 
£. Q. Bishop at 38. (b^ 

29. ^, Rook at 37. (cc) 
B. King at 31. 

30. fF. Bishop at 5. 
jff. King at 30. 

31. JF. Pawn No. 6 at 44. 

£, Pawn No, 7 (t 54. (<i/) 

(aa) Whatet^t course he adopts, he ipust infklllbly losck 
a pawn. 

(*S) You want a more to aave yottr pawn at 19, he 
fterefore very properly attack9 your rook, which might oc* 
pasion you to lose a move. 

(cc) When you have a rook a|id a bislu^, agsonst two 
bishops, the best way to prevent the rook &oiu being dis« 
lodged or embarrassed, is to play it on the colour on which 
]^our own bishop moves ;...thi8 is one reason for the present 
step ; another is, by attacking his bishop, to gain a move | 
a third, to abridge the freedom of his king, and keep in hii 
neighbourhood a sufficient force to protect your pawns in their 
passage. 

{dd) Reduced to act on the defensive, his king obstructs 
f©r the present, the march of your pawns, 






32. fr. Bi6ho|> g^ chcxdc It 12. 
B» King netveate ta 31« 

33. fF. King at 42. 

j9. Pawn No. 8 at 62. 

34. ^. King at 43. (ee) . 
B. K. Bishop at 17. 

35. m Pawn No, 7 at 52. (//) 
B. Pawn No. 7 att 53. 

36. W: Pawn No. 6 at 45. 

B: Q. Bishop At 56. (^) 

37. /T. Pawn No. 6 at 46. 
B. K. Bishop at 44. 

38. /r. Rook gives check at 39. 
B. King at 22. 

39. fF. Pawn No. 6 at 47. (M) 

j9. Q, Bishop takes the pawn at 47. 

Notes. 

{ee) If you were to attempt driving his K. Bishop, ho 
would prevent your passings by giving check vrith his Q» 
Bishop, and you would lose a move. 

iff) You could not force his Ushop by placing your 
xook at 34, for he would bring his Q. Bishop to No. 1 1, and 
you would lose a move* 

(5?) If hjs bishop had stopped at 47, you might have 
l^eeptured him, by placing your rook (protected by your bishop 
9% I?) between his king and hishop, thereby checking bodi. 

(hh) If you were to use any effort to defend your 6th 
pawn now exposed to his Ushop, your king would be Uable 
to attadks from both of his bishops, and you woidd lose sev- 
^rM moves. 



so ' ria$T ESSAV. 
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40. W. Rook takes the bishop at 47. 

B. Bishop takes the pawn at 58. . '* 

41. W. Rook gives check «t 46. ^ 
B. King at 13. 

42. W. Rook takes the pawn at 62. 
B. Bishop at 44; 

43. W. Kirig at 36. {ii\ . , ^ 
5. King at 20. 

44. W. Rook :^ves check at 22. ,• 
B. King at 13. {kk) 

45. W. King at 29. 
B. Bishop^ Z5. 

46. W. Bishop at 39. 

B. King at 5. . \ ; 

47. ^.' King at 20. 
B» Bishop at 14. 

48. W» Bishop gives check at 12. 
B. King at 4. 

Notes. 

(k) You may win the game without making a queen of 
either of your pawns. Even with a decided superiority, it 
requires a familiar acquaintance with the game to bring it tp 
a regular conclusion. 

{kk) Whatever course he might take, the result of the 
game would equally correspond with the power of your 
pieces. 






JIRST iSSAY, 31 

•••♦ 

49. m Bishop at 21. (//) 

B. Bishop takes the bishop at 21. {mm) 

50. W. Rook gives check-mate at 6^ 

Notes. 

(i/) Were you to take the bishop in the present positioa 
of the pieces, he would win by a 9tale mate, 

(mm) He takes your bishop, to induce you to take his 
with your king ; he would then have escaped the imme^Uate 
check mate by your rook. 



ESTIMATE 

Of the Powers of the Pieces, calculated <hi the pro- 
babiiity being equal of their occupying any given 
square in the course of the game. 

Pawn ...... 2 

Knight ..... 9i 

Bishop ..... 9J 

Rook ..... 15 

Queen ..... 23j 
The nature of the game puts the king's value above 
comparison. The pawn's chance of promotion in- 
creases his value to about 3J. 

In making this estimate, the part of the board 
within the sphere of each respective piece is supposed 
to be unoccupied. 
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SECOND ESSAY. 

' THS BLACK MOTINO VXaST. 

!• Blach Pawn No* 5 at 37. 
JFhite. Pawn No. 5 at 36. 

8» i?.. K» BUxip at SI*. 
JF. K. Bishop at SO. 

^. Queen at 34. {b) 

4. jff. K. Knight at 46. (c) 
/r. Pawn No. 4 at 27. 

5. -ff., K. Knight at 52. {d) 
W. Pawn No. 7. at 51. (^) 

{a) The moves oC the blacks i^ not proposed fcr faiutft« 
* lion ; but as the course pursued by one player must depend in 
a great measure on that pursued by the othery these examples 
are given that the Tyro might not be surprised into a defeat, 
or uncompensated loss, ' if* an opponent were to adopt this 
step ;....a step of considerable infiuence on tiie aspect of the 
game. The earliest termination of which the game is sus- 
ceptiUe i&iiv two moves, but this requires such fatuity to per^ 
mit it, that it has been called the -Foo/'« Mate, The game 
might also be concluded in four moves by the Scholar*a 
Matte. . 

{6) The queen now defends both the 5th and 6tk pawns. 

(c) I& has now two pieces bearing on your pawn at 36* 

(rf) Your pawn at 42 is the object of this move. 

ie) His queen must now retire, unless he should pi'efef 
the exchanges that result from a different move. 
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6» B. K. Bishop ti^es ^ pawif> ^ 4% and giv(?^^ 
chec^.^ (/) 
JF. Queen takes the bishop at 42. 

7% B. K* K-lwght l^kej fjie; quciwi 4t 42. 
^. Pawn No. 7 takes the queen at 60* 

8, B. K. Knight takjei? the rpd^ at 57. [g) 
W. K. Knight at 43. (A) 

9* B. . f^awn No. 4 at 30. 
^ /F. Q. Bishop at 35. (0 

Nous. * . 

, (/) If the black adopt this play, PfiiiiBOR-'s direetion is 
to take the bishop with your quden, J^y whidx you .^1 gain 
a piece* 

{g) Let us now review the board, and balance the forces. 
Reckoning his knight at 57 as lost .(wilieh must utimately be 
the case) the advantage is still on his side. His knight rated 
at 9^, and his bishop at 9|t make 19. Set down against 
these, for your rook U^ fgir your pawn ^^ ao4 i^ ^^ appear 
tb^ the gain of % piece is ng^ely noiiw^' As y^u l^g^vp % 
pawn doubled in the worst maivoer and xipfi^ |ps(& #ey^^ 
mo^s to tafa& hi3 knighil^ perl:^a ^ pl^y f^ fi^vif part C9uld 
establish any superiority of situation. . 

<*) If ya^ w^e to prQcee4 with your kj^g tQ t^kip his 
knight, the king would g^t intp ^ embarras^d siXy^^oQ; hy, 
your adversary moving his pawn IS^o. ? ; p^cin^ hh ]>k^91^ 
-on the 15th aquajpe ; and .aifterward^, advanoiA^ ^ ^th pawn 
to No. 45, 

(0 W«re you tjo ?ittapk hia Sth pawn, Qr jhis ro(?kj with 
your knight, you would lose several moves, ^ ha^i^ yoj^r ^l^^t 
forced to reUre. 

£ 
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10. B. K. Rook at 4?. {k) 
W. Q. Knight at 26- (/) 

11. B. Pawn No. 6 at 45,. 

W. Pawn No. 5 takes the pawn at 45. {ni) 

12. B. Q. Bishop takes the pawn at 45.* 
W. King at 34. {n) 

13. jff. Pawn No. 3 at 22. 

W. Q. Rook takes the knight at 57. 

14. B. Pawn No. 4 at 29. 
W. K. Bishop ^t 11. 

15. B. Q. Bishop at 52. 
W. Pawn No. 8 at 59. 

16. -ff. Q. Bishop at 61. {p) 
W. Rook at 41. 

Notes. 

{k) If he had castled at this juncture, his 6th pawn (which 
will now make an opening for his rook,) would have been con- 
fined at 47 by. your K. Bishop. 

(/) You move out your pieces, that your rook may take 
his knight at 57. 

(m) Had you suffered him either to take with his pawn, 
or to push it on your bishop at 35, the danger of his ap-> 
proaches would have been greater. 

(n) Had you castled, he would have attacked your 
knight with his bishop ; the obvious consequence of which 
would be, that you could not take his knight, without sur- 
rendering your own. 

(o) He retreats, because his object is^ not to exchange 
equally, but to gain a piece. 
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17. £. Q. Knight at 31- 
fF. King at 33, (p) 

18, B. Pawn No. 8 at 62. (g) 
^ Pawn No. 3 at 20- (r) 

19- B. Pawn No. 4 at 28. 
PT. Q. JBishop at 49. (s) 

20. -ff. King castles at 24. Q. Rook at 32* 
fF. Q. Bishop at 58. 

21. -ff. Q. Rook at 40. 

/T. K. Knight at 49. (r) 

22. £. K. Rook takes the rook at 41. 
IK Q. Knight takes the rook at 41. 

23. £. Knirfit at 21. 
jr. K. Bishop at 18. 

24. B. Pawn No. 5 at 36. 

fF, Pawn No. 4 takes the pawn at 36. 

25. J?. Knight takes the pawn at 36. 

fF. K. Bishcq) takes the knight at 36. 

Notes0 

{ft) By ^thdrawing your king, you frustrate his design 
of gaining your knight by accunokulated attacks. 

k'i) To prevent your knight from advancing upon him. 

(r) This attack compels him to break his line of pawn§j 
,or push them fi)rwards in some disorder. 

(«) If the bishop had stopped at 42, you would h,ave 
lost a knight ^ 

(/) Though this is not a commodious pjace for the 
knight, yet, you had better remove him, than employ two or 
jthree pieces merely to guafd him. 
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26. S. Q- Rook takes Ae bisitop, giving check* 
fF. King at 42, 

27. jff. Rook takes the pawn at 60, 
^. K, Kilight at 43, 

28. B. Bishop takes tKe kniglit at 43, 
fF. King takes the bishop at 43. 

29. B. Rook takes the pawn at 59, giving check, 
fF. King at 34, \u) 

30. ^. Pawn Nb, 3 at 21, {nj) 
W. Bishop at 37. 

31. B. Pa<ra 5^o. 7 at 53, 
/iT. Pawn No. % at 12. 

32. A Pawn No, 4 gives chetk at 27, 
^. King at 26. 

33. jB, Pawn No, 3 takes the pawn at 12, 
/T. Knight at 35, 

34. B^ Pawn No. 8 at 61, 

W* King takes the ;pawn at 27. 

Notes. 

(w) If you liad tefn^yed your king to !No. 36, he would 
ht^ve pus'hed fbrward's hjs 4tK pk-Vv^n to 27; exchanged his 
rook for your bishop, thereby drawing off your knight; 
iind niade a queen of the '4th pawn. 

{y) As he cannot now advance his 4th ^aWn, without u 
great risk of losing him, he pushes forward the 3d pawn to 
his support, otherwise your bishop, by his next move, woul4 
Certainly take either the 4th, or fth paWp. 
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35. B. Pawn Na 7 at 53, 
'}F. King at 34, 

36. B. Pawn No, 7 at 51. 
m King at 41. 

37. B. Pawn No, 8 at 60. 
^. King at 50. 

38. B. Rook gives check at 58. 
fF. King at 43. 

59, B. Rook takes the pawn at 2. 
^. King at 52. 

40. ^. Pawp No. 7 at 50. (w) 
^. Bishop at 58. 

41. B. Rook at 34. 
fr. King at 43. 

42. B. Rook at 26. 

^ Kn^ht takes the f^va At 50« 

43. B. Pawn No. 8 at 59. 

fTikite must lose either the bishop or knight, 
and kk o^er respects has so evictendjr lost the game, 
^t it is umecessaiy to point out another tnove. 

(w) In this situation of the game, the black could win 
lyy advancing his pa^ms on the queen's side, but it may tend 
to impfrovement, to play as if he had those only ontlie king's 
§|de to depend upon. 
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THIRD ESSAY^ 

1. fFhite. Pawn No. 5 at 56. 
Black. Pawn No. 5 at 37. 

2. fF. K. Bishop at 20. 

B. Q. Knight at 22. {a) 

3. ^. Pawn No. 3 at 19. 

B. Pawn No. 8 at 62. {b) 

4. ^. Pawn No. 1 at 3. (r) 
B. Pawn No. 7 at 54. 

5. /ST. Pawn No. 4 at 28. 

^. Pawn No. 5 takes the pawn at 28. 

6. fF. Pawn No. 3 takes the pawn at 28. . 
B. K. Bishop at S5. {d) 

Notes. 

(a) To attack your fourUi pawn, or your bishop, as the 
play may require. 

(d) He will permit you to place two pawns in the centre, 
proposing afterwards to separate tiiem. It will be difficult to 
keep them toge{her, as his scheme rests on calculation* His 
8th pawn moves^ to preclude your Q. Bishop from the 59d 
square. 

(c) Few players, meeting with the mode of (^position 
adopted by your adversary, would hesitate to advance the 
4tti pawn at this moment ; yet it would be wrong. Your 
first pawn, in its present situation, will prevent his K. Bishop 
from giving check, and you may now plant your pawns iij 
the centre, without any inconvenience. 

id) Attacking your fourth pawn with two piecest 
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7- W. K. Knight at 43. 
B. Pawn No. 4 at 30* 

8. W. Pawn No. 8 at 59. {e) 
B. Q. Bishop at 31. (/) 

9. TF. Q. Knight at 19. {g) 
B. K. Knight at 39. 

10. JF. Q. Bishop at 35. {h) 

B. King castles at 56. K. Rook at 48, 

11. W. Queen at 26. 
B. King at 63. 

12. W. King castles at 17. Q. Rook at 2S. (i) 
B. Q. Knight at 5. 

13. W. K. Bishop at 2. 
B. Pawn No. 2 at 14. 

14. W. Q. Rook at 41. 

B. Pawn No. 3 at 22. 

Notes. 

(e) To prevent his Q. Bishop from attacking your 
knight) which he might otherwise do at 53. 

(/) That, his Q. Knight may be at liberty to attack your 
K. Bishop, without being lost by your queen gimg check 
at the 4th square. 

{g) If he places his queen at 39, several of his pieces 
will be embarrassed by the action of this knight. 

{K) Were you to place your queen at No. 1 1, he would 
suffer you to take the pawn at 15, by which you would lose 
ybur pa'wn at 28. 

(0 You castle on this side, in order to advance the 
pawns on your right wing. 






Pawn No- 8 at 60, 
Q. Bishop at 38^ 

King at 9. (k) 

Q. Bishop take^ the bishqp at 3- 

King takes the bishop at 2. 
Q, Knight at 20. 

Queen at 27. 

Q. Kni^t takes the hi^op at 35. (/) 

Queen takes the knight ^t 35* 
TPawn No. 6 at 45. 

K. Hook at .58. (m) 

Pawn No. 6 takes the pawn at 3G. («) 

Q. Knight takes! the patira at 36. 
Knight at 45* 

{k) This seems to 1^ |ht best of severfk] alternatives. 
Were you to push the 2d pawn one square, his Q. Bishop 
would take it. If you were to advance the same pawn to 
No. 12, yw 'ws/fi^A eEpojie four ]dng wiiji^out doming any 
certain advantage. If yon hsA takeo his ^shop, hi^ pawna 
ircmld hate wskeA in tbie centre ; or, if you had adjv^ced 
yoKir 4th fGmn oo his bi^o^ he would have Mm4 two pa^wns 
for one. 

(Q His game is cooduderairfy relieved by the removal of 
this bishop. 

(f») You cwmot keep yo!*r paw»s united ia the centre ; 
you tbei>e&re abafOMlon them« as^ prepare to ;»Uack hi» king. 

; (») He accomplishes his design of breaking tlie line ^ 
your centre pawnflb iMit undpr cwiimstancps unfevours^le to 
his game, 
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15. 




16. 


B. 


17. 


B. 


18. 


W. 


19. 


B, 


20. 


B. 


21. 


W. 
B. 
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62. ff^. Q4 Knight gires check al SZ. {0) 
S. Paira N04 « take* th6 kfaight at SZ. 

63. ^ Pawn Kos 8 takes the pai/m at 53 and 

discovers the nxjk's checkt 
Bk King retuts to 564 

24, /iT. Queen gives check at 38k 

Bk Kb Rook covers the cfaeok at 47% 

25. W, Queen takes ^ pawn at 54. 

B^ King at 48» ~" ' 

26* W, K. Rook at 63. 
B„ Queen at 31« 

S7. ^. Q. Rook at 57» 

B. Q. Bo0k at 40. (j») ' 

28, IV. Pawii N6* 7 at 51 
A Q» Rook at 38. {q) 

29. ^. Queen at 61. 

B^ Knight takes ^ pawn at 28% 

Notes. 

<«) Thb is a bdld species of |ila]r ', tmt jou may rety m 
obtaJaiinf , at leasts an equhralent for lAit sacriftced knight. 

(/i) If his Q. Rook had remained at No. ft, he would 
liay« lost it, together \rith his bi^ojt, for your K. Rook. 

(^q) If he had forced you to exehuige quedns by gimg 
chedk urith his at 3d, you would haVe gained a pieco-'-^and 
the complete eommand of the game. '^ 

F 
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30* W: K. Rook takes the bishop at 55. 

B. K. Rook takes the rook at SS. (r) 

SI. JF. Queen gives check at 64. 

j5. K. Rook at S& covers the check. 

32. fF. Queen takes the knight at 28. 
B. Pawn No. 4 at 29. 

S3. ^. Rook at 64. 

jff. Rook takes the rook. 
» . . . 

34. ^ Queen takes the rook at 64 giving check. 
B. King at 47. {s) 

35. ^ Knight gives check at 37. 
B. Rook takes the knight at 37« 

36. W. Queen takes the rook at 37*/ 
B. Pawn No. 4 at 28. (/). 

S7. ^ Queen gives check at 46. 
B. King at 40. 

38. JF. King at 9. {u) 

Notes.. 

(r) If, instead of this, his knight takes yours, you will 
aeon give check^mate. 

(«) If the king goes into the.39th square, you push for- 
ward your 8th pawn, which his rook cannot take, because it 
would be lost by the knight's check at No. 37. 

(/) He neglects your 7th pawn as of no value compared 
with those he must desert. 

{u) It will be perceived, that by this move your king 
will reach the S!5th square before' his pawn, which ensures 
you the game. 
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PHILIDOR'S 
ANALYSIS OF CHESS 

KEWoMODELLED ; ' . 

70 WHIC9 AE£ ADDED SISVERAL PARTIES) IV WHICH 11% 
PLATED BLINDFOLD AGAINST 

THREE ADVERSARIES AT A TIME. 
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FIRSTGAME, 

▼ITip TWO BACK 04lMB(|. 

U White. Pawn No, 5 at 36, 
Blach Pawn No, 5 at 37* 

2. fF. K, Bishop at 20, 
Bf K, Bishop at 21. 

3. fF. Pawn No. 3 at 19. 
J9, K, Knight at 46. 

4. JF, Pawn No, 4 at 28. {a) 

B. Pawn No* 5 takes the pawn at 28, 

5. TF. Pawn No. 3 ^es the pawn at ^, {b) 
J?^ K, bishop at 14. {c) 

Notes. 
(fl) This pawn is advanced two squares fpr two itnpor-? 
ta»t purposes \ to prevent your adversary's K. Bishop from 
attacking your pawn at 42 ; and to put the strength of your 
pa^ims into the. mid^e of the f)oard9 which is of great conse« 
^ence in attainiag a queen. 

(b) These two pawns, at No, 28 and 36, are well situ- 
ated, therefore you should not move either of them, unless 
one of them be attacked ; in this case the attacked pawn 
tshpuld be pushed forwards. It may here be observed generr 
ally, that pawns in a front line, if well sustained, hinder your 
adversary's pieces frofii entering your game, or taking an ad? 
vantageous post. 

(c) If your adversary, Instead of withdrawing his bishop, 
gives you check with it at No. 12, your Q. Bishop will cover 
the check at 26 ; should the black bishop then take yours, 
your Q. Knight will take him, and at the same time give sup? 
port to your pawn at 36, now unguarded. But probably, the 
iishop will ledrc, because a good player strives to keep tha^ 
piece as long as possible. 
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6, fT, Q. Knight at 19, 

JS. King castles at S6, K. Rook att 48, 

7, fF, K, Kmght at 34, {d) 
B, Pawn IJo. 3 at 22, 

3, ^. K, Bishop at 27, (^) 
j5, Pawn No, 4 at 29, 

9, JF, Pawn No, 5 at 37. 
, B. K, Knight at 40, 

JO. fF, Q, Bishop at 35, 

jff, Pawn No, 6 at 46. (/) 

\\, W, Queen at 26, [g) 

B. Pawn No, -6 takes the pawn »t 37, {h) 

Notes, 

' (rf) You should avoid bringing your knight to No. 43, whU^ 
four pawn remains %X No* 4?, |)ecause the knight would thei^ 
prevent li^s moving. 

(f ) To avoid Jbeing attaicked \rf his 4th pawx!, which 
would force you tp take it witfil your 5th. This would weakf 
pn your game, by separating your centre pawns, and entirely 
defeat your plan pf making pne of them a queen. 

(/) To open a passage for his K. Rook, and this cannot 
]5€ prevented, whether you take his pawn pr not. 

ijg) It woujd be vrpng to take the pawn offered to yoi^ 
at No. 46, because your 5^ pawn would then lose its Une } 
whereas if he t^es your pawn No. 5, your 3d pawn will sup* 
ply his place, and you njay afterward* sustain it with the 6th. 
These two pawns in the centre files, if rightly managed, will 
undoubtedly win the game, because they i^not be separated, 
without the loss of a principal piece. TKe sequel will shew 
that one of them becomes a queen, Thjfre are two other rea- 
SQn<( for placing the queen a^ ^o. 26, vS.*lo jupport, and de^ 
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PF. 




£. 


13. 


fT. 




JB, 


14. 


W. 




B. 



PIRST- GAME. 

Pawn No. 3 takes the pawn at 37* 
Q. Bishop at 38* (2) <qDI 

K. Kmght at 44. {k) 
Queen at 39. 

Q. Bishop takes the bishop at 14. (/) 
Pawn No. 1 takes the bishop at 14. 

Notes. 

fC7* 7%ejtrst back game commencee at the \2th morve. 

ftnd. your 6th pawn, and also to sustain your Q. Bishop, othi 
erwise, if he were to take your bishop you would be obliged 
to take his with your pawn, and thus your pawns would be 
divided, and your game irretrievably lost. 

(h) Tp promote his project of bringing his K. Rook into 
action. 

(0 To protect the pawn No. 4 and with the further view 
of advaa<^ing his 3d pawn. Your adversary might however, 
Have taken your bishpp at 35 wjithout injury to his scheme» 
but he chuses rather to let you take his, in order to get an 
opening for his Q. Rook, though hjs pawns are thereby doub« 
led ; but doubled paw^is are no disadvantage, when they can 
easily be supported by others. This, however, will be the 
subject of a Back game, beginning at this 12th move, in which 
the black bishop will take yours. It will then be seen, that 
(playing well pn both sides) it will make no eventual differ- 
ence. * The 4th, 5th and 6th pawns welji played, and well sup- 
ported, will certainly win the g^ajne. 

With resfiect to thpae Back games, it ;« to be obaervedy that 
they are made on the most ^critical moves gnly, for if they were 
to be made on every move, the nvork would be endless, 

(k) Your pawn at 37 being at present in no danger you 
bring out the knight to attack his bishop. 

(0 As it is always dangerous to suffer your adversary's 
^. Bishop to command your 42d square, and as it is alsQ deinr 



»■/ 



riRST game; 47 

•••• 

15. W. King castles at 49. K. Rook at 41. {m) 
B. Q. Knight at 31. 

16. W, K. Knight take? the bishop at 38. 
B. Queen takes the knight at 38« 

17. W. Pawn No. 6 at 44, • , ^ 
B. K. Knight at 23. 

18. JF. Q. Rook at 53. 

B, Pawn No. 7 at 54. («) 

19. fV. Pawn No. 8 at 59. [o) 
B. Pawn No. 4 at 28. 

20. JF. Knight at Z6. 

B. Pawn No. 8 at 62. (/>) 

21. fT. Pawn No. 2 at 11. 
B, Pawn No. 1 at 13. 

22. PT. Pawn No. 7 at 52. 
B. K. Knight at 29. 

Notes. 
gerous to receive from that piece an attack of any kind, it is 
necessary, not only to oppose him with your Q. Bishop as 
early as possible, but also to capture him as soon as a c<mTe« 
nient opportunity offers. 

(m) By castling oa this side, you are enabled to strength- 
en and protect your pawn No. 6, which should be advanced 
two squares^ as soon as the pawn at 37 is attacked. 

(n) To prevent your pawn No. 6 from attaclung his queen. 

(o) This pawn is, advanced to be united with the others 
In order to push them forwards with vigour. 

{fi) To prevent your knight from entering his game, and 
fordng his queen to remove ; were he to play otherwise, your 
pawns would have an open field. 



"H 



4S mat CAUM4 

S3. Un Kftight at 5L (f) 
JB. K. Knight at 35i (r) 

24^ PT. Qi Rook taykes th^ knig!^ at '35i 
j9. PawQ^Oi 4 takes the rook s^t 35< 

25« ^* Queen takes the pawn at 35< 
J^^ Q. Rook takes the ipa^vVn at 2« 

26* ^* Rook at 33* {s) 

£i Queen takes the pawn at 11* 

27* fr. Queen at 36* 

£, Queen at 38* (r) 

28* ,/F* Pawn No* 6 at 45* 

j5. Pawn No* 7 takes the pawn at 45* 

29. i5r. Pawn No* 7 takes the pawn at 45* {u) 
B^ Queen at 29* • (w) 

/ (gr) To guard your 6th pamm, intending to advance it the 
next move to 45 ; it will then be supported by the bishop^ 
t^e took, and tht^ knight. 

(r) To break the strength ot your pawns, and thereby de* 
feat your plan^ Which he will undiJUbtedly do, unless you pre- 
vent him, by exchanging your rook for his knight. 

(a) To protect your pawn at 3f, which wotdd otherwise 
be left unguarded i^hen the pawa No. 6 advances. 

{t) The queen returns to prevent the chepk*mate, just 
ready to take place. 

(») Were you now to decline taking his pawn, your first 
project laid in the beginning of the game would be l^dufcrfl 
to nothing, and you would run the risk of losing the game. 

(w) He offers an exchange of queens, in order to defeat 
your scheme of giving check*mate with yotur qUeen and bishop* 
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SO. W. Qiieen takes the queen at 294 

B. Pawn NcK 3 takes the queen at fi9« 

81. W. Bishop takes the pawn at 13^ 
B. Kni^t at 14; 

82i /3P: Pawn No. 7 at 46. (x) 
-5. Q, Rook at 10. 

S3i W. Bishop at 27. 
^^ King at 474 

S4« ^4 Bishop at 45^ 
Bk Knight at 20^ 

35. W. Knight at 61^ 

J9. K* Book gives check at !iQ^ 

3& /P^ Bi«hop covers ijbe check at il2* 
j9« Knight at 2$. 

37. W. Piwn No^.3 i^ves check at 38. 
A Kng at 54.' O) «C< 

^:7» the 9ecmd back gom€ctmmtMe$ m tkc^ %1A mm/e*, 

(x) When your Uahop runs upon blacky jrou must e^^ 
deavour t6 keep your pawns upon white, because your Idshop 
can then prevent your adversary's rook, or king from coming 
between your pawns. For the same reason, when your bi^h* 
op runs on white, the pawns riiould be kept on black. Few 
players have made this remiffk*, though a very important one* 

(y) As the king might now retire to 48, the second back 
game iifill shew you how to proceed in that case. 
G 
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38* JF. Pawn No. 7 at 47* 

>&. k. Rook at 48. 

39. ^ Knight gives check at 44. 
B. Kmg at 55. 

40. /r. Bishop at 61. 

jff. Plays any where, having lost the game. 



FIRST BACK GAME. 

BEGINNING AT THE 12tH MOVK^^ 

Podtion of the Pieces at the commaicewjent of this back game* 

^V<f....Kmg at S3 : Queen at 26 : Q. Xnight at 19 r %.. 
Bishop at 27 : K. Knight at 34 : Q. Bishop at 35 : 
Q. Rook at 1 : K. Rook at 57 : First Pawn at 3 : Second 
at 10 : Third at 28 : Sixtib at 42 ; Seyenth at 50 t 
Eighth at 58. 

<0/bcA;....King at 56 : , Queen at ^2 : Q. Rook at 8 : Q. Knight 

at 16 : Q. Bishop at 24 : K. Bishop at 14 : It. Knight 

at 40 : K. Rook at 48 : First Pawn at 7 : Second at 

15 ; Third at 22 : Fourth at 29 : Sixth at 37 : Seventh 

. at. 55: Eighth at 63. 

12. W, Pawn No* 3 takes the pawn at 37. 
B. K. Bishop takes the Q. Bishop at 35. 

13. W. Queen takes the bishop at 35- 
jff. Q. Bishop at 38. 

14. jr. K. Knight at 44. 
B. Queen at 39. 
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. Ifirat Sack Game:'] 


, 15. 




Knigbt takes "tlie bishop at 38.^ 
Queen takes the knight at 38; 


1 16, 


W. 


K&g ca«*les at 49. K. Rook at 4,1. 


! 


B. 


Q. Knight at 31. 


17. 


W. 


Pawn No. 6 at 44. 




B. 


Pawn No. 7 at 54. 


18. 


W. 


Pawn No. 8 at 59. 




B. 


K. Knight at 55. 


19. 


m 


Pawn Na 7 at 52. 




B. 


Pawn No. 3 at 21. 


20. 


B. 


Kifight'at 34. . , 
Pawn No. 4 at 28^ 


Uh 


B, 


Queen at 26. 

Q, Kraght £«t 14. . j; 


2S^ 


B. 


Kraght at 51. 
Q. Knight at 29, 


23. 


W, 


Q. Rook at 33. 




B, 


Q. Knight at 35. 


24. 


W. 
B. 


Rook takes the knight at 35. 
Pawn No, 4 takes the rook aj 35, 


2S. 


W. 
B. 


Queen takes fte pawn at 35. 
Queen takes the pawn at 2. 


26. 


W, 


Pawn No. 6 at 45, 




B, 


Queen takes the pawn at If). 


27. 


W^ 


Pawn No. 6 at 46, 




B. 


Kni^ at 40. 



Si 






28, 


B. 


Plwm Nof 7 at 53, 
Queen at S8. 


29, 


jr. 


Queen takes the qufieo at 28. 
Pawn No. 3 takes the queen at 28^ 


50, 




Pawn No. 3 advances to 38. 
Knight at 30, 


31. 


B, 


Kni^t at 36, 
Kiught at 45, 


32. 


B. 


Rook takes lb& knight at 45. 
Pawn No. 7 takes the rook at 45. 

• * • 


33. 


B' 


Knight at SO* 

Pawn No. 7 at 44 dr any other move, the 
game being lost* 


34. 


B. 


pawn No. 3 at 39. 

K. Rook at 16. . 


35. 


FT. 
B, 


Bishop ^ves dieck at 20. 
King removes to 64* 


36. 


fr. 

B, 


Knight gives check at 47. 
King returns to 56. 


37. 


B. 


Knight at 32. 

King bdng in check to the bidhop moves 
where he can. 


38. 


b: 


Pawn No. 3 is made a queen at 40. 
Kmg chedk-mated. 


No remarks are neoessary on At moves <^ tihi^ 
pmPf bdng almost the same as in llie precectiog. 
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nKST CAMB. 5S 

SECOND BACK CAMS. 

PotUkn ^f tht FieceM at the eottmuncemefU ^ t/S$ bacjc game. 

1VhUe...Xjai% at 49 : Rook at 33 : pishop at 5? : Kidght at 
61 : Third Pawn at 37 : ScYcnth at 46 : Eighth at 59. 

Waek^.Xhi% at 47 : Q. Rook at 10 : K. Rook at 56 : Knight 
at S6 ; SecpiK} Pa^ at 15: TUrd at 29: Eighth a^t 63. 

37# Wf Paw^ Na S gives check at 38. 
B, Kiqg at 4&L 

38* JF. IJlook at I, 

£. Q, Rook gives check at 9. 

39. fT. Rook takes Ifa^ rpok lit 9. 
£. Knight takes the ^ook at 9^ 

4X>. W. King at 58. 
fi. Knight at 19, 

41; W. Kmgfatat44, 
B. Kni^t at 36, 

42. W. Ki%^ takes ^ pawn at 29, 
B. Rook at SZ. 

43. W. Pawn No. 3 gives chfsck lat 39. 
JJ, King removes to 47. 

44. i^ Bishop gives check at 38^ 
Bj King takes the bishop at 38. 

45f W. Pawn No. 3 goes to queen at 40, after* 
wards checks the black kmg, and finals 
I7 iwns the game. 
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SECOND GAME^ 

WITR.THitEB.BACK QAMBti.. 

1. fT. Pawa No. 5 at 36. 
B. I .Pawn No. 5 .at 37. 

2. /r. K. Bishop at 20. 

JB. Pawn No. 3 at 22. ^ 



3. fF. Pawn No. 4 at 28. (a) 

JB. Pawn No. 5 takes the pawn at 28. (&) «D| 

4* /iPI Queen takes the pawn at 28. 
£. Pawn No. 4 at 30. r 

5. ^. Pawn No. 6 at 44. - • 

J?p Q* Bishop at 38. (c) 

Notes. 

$^ Thefirit back ^(tme commtneea at the 3d mxroe; 

(a) If you were to play otherwise your adversary would 
get the inoyey and consequently t^e attack \ you could not 
jfthen prevent Wm from putting the strength of his pawns in 
j^he middle of the board ; a point of so much consequence^ 
$hat it would ensure him the game> supposing ndther to play 
3iniss. 

{b) If he declines taking your pawn, in order to attack 
your bishop with his 4th pawn, hie will (with regular play on 
both sides) lose the game ; for his 4th pawn, separated from 
his comrades could not ^vpid bein|j taken. As this would oc-^ 
casion great alterjitions in the game, it will be the subject of 
the first back game, begkining at this third move. 

(c) This bishop is brought out, not only to support th^ 
pawn No. 4 when he advances to make room for the K. Bishf 
pp ; but with the further view of opposmg and capturing your 
£.. Bishop as early as possible,. 



f. 



ft.' 
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6. W. K. Bishop.at27. 
B. Pawn No. 4 at 29. 

7- ^ Pawn No. & at 37. 
B. Pawn No. 3 at 21. 

8. TF. Queen at 42. 

J?.. Q. Knight at 22. {d) ,£:« 

9. /iT. Pawn No. 3 at 19. 
B. Pawn No. 7 at 54. 

10. fF. Pawn No. 8 at 59. 

B. pawn No. 8 at 61. {e) 

Notes. 

fCP The"%econd back game commences at the Sth mtxve: 

{d) Here is a critical point of the game. If your adver« 
sary were to continue adviuacmg his pawns, in^teadof bring* 
ing out his principal pieces, he would infaHibly Ipse the gamei 
1)ecause one or two pawns too far advanced in the beginning 
of the game, may be considered as lost, unless the superior 
pieces can come freely to their dd ; or that other pawfis are 
ready to supply their places, if taken. This will be. demon* 
strated by the second back game, beginning at this eighth 
move, wherein it will be shewn, that two pawns in a front 
line on the 4th rank aire better situated than if they were two 
squares further advanced, because in the latter case, being so 
distant from the main body, they may be compared to pion- 
eers in an army, detached on desperate service. 

(e) This is intended to prevent your pawns from attack- 
ing his. The present situation of the gathe is worthy of par- 
ticular notice. You have four pawns to his three on the 
king's side j on the (contrary, he has four to your three on the 
queen's side, but still you have the advants^c, your king be- 
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12. 
13« 
14. 
15. 
16. 

17. 
18^ 



faig guarded bf a mipeiior number. NeverUielessy whoever first 
tqpmtes his adferaary's pawns, (especiailjr on tiiat side where 
they are strangest), will undoubtedly mn the game. 

(/) This makes room lor your prindpal pieces to act 
freely, in forming your attack on either side. 

(g) Though a rook is commonly a more Taluable piece 
than a knight, yet this exchange is in your favour, for this 
knight has already made four moves> while your rook has 
been totally inactive. Besides, hb knig^ being thus dtuatec^ 
would have been very troubleBome ; by taking him therefore, 
you liave relieved your king from his dangerous attacks, and 
set youradf at liberty to fonn your acctaek on that side where 
his king .may castle. , 





flUOKS CAMS. 




Pawn No 7 tt SL 
K. Knigfat at 63> 




K. Knight at 43. 
K. Bishop at 39. 


B. 


Pawn No. 1 at 4. 
IL Knight at 45^ 


B. 


King at 41. .(/) 
Pawn No 8 at 60. 


m 

B. 


Pawn No. 7 at 52. 

Kni|^ at 51 ^ves check to king and took* 


B, 


King at 50. 

Knight takes the rook at 57. 


m 

B. 


King takes the knight «t 57. (g) 
Queen at 31. 


B* 


Queen at 49. (A) 
Pawn No. 1 at 5. 



;.' 
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19. ^ Q: Bishop at 31. (i) * [ 
£, Pawn No^ 2 at 14. 

20. fP: Q. Knight at 3. 

4i King castles at 24. Q. Rook at 32^ {k) 

21. fF. K. Bishop ^v^s check at 6; 
£. King at 23. 

22. fr. Q. Knight at 18. (/) 
£. Q. Rook at 8; 

aSi JF. K. Bishop at 13. 
B. Queen at 32. {m) 

24. ^. Pawn No. 2 at 12. 
jff. Queen at 48. 

(h) TMs is a InoTe of some c6nsequence. The queen 
mil now sustain your 7th piiwn, and prevent jrour adversary 
from exchanging his bishop for y#Ur two pawns, which he 
would Certainly have done, because, the whole strength of your 
game consisting iii your pawns, breaking their ranks would 
give him the attack, and probably the game* 

(») To induce your adversary to push forwards his Zd. 
pawn, by which you would soon win the game, because your 
knights could then freely enter his game. 

(Jc) To avoid the great strength of your pawns on the 
other jude, and more especially because they are also further 
advanced thaii those on your queen^s side. 

{/) If you were now to check the king with your knight 
you would lose at least two moves by it, you therefore go back 
to attack his pawns that prevent you "from winning the game. 

(m) Preparatory to placing the queen at 48, as the suc-t 
cess of his game depends on supporting his pawn at 21. 
H 
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25. ^ Pawn No. 2 takes the pawn at 21. 
jff. , Pawn No. 2 takes the pawn at 21. 

26. fF. K. Knight at 26; (n) 
B. Pawn No» 2 advances to 20. {o} 

27. fF. K. Knight at 43. 

B. Pawn No. 6 at 46. {p) 

28. ^. Q.. Bishop gives diedk at 14. 
jff. King removes to 15. 

29. /5^ Bishop gives dieck by taking the knight at 

22. 
B. King takes the bishop at 22. 

30. JF. K. Knight gives check at 28# 
B. . King removes to 31. (g) 

31. fT. Pawn No. 6 at 45. 
B. Q. Bishop at 56. 

Notes. 
fCT^ T^ tfdrd back game commences ui the Uth mmimm 

(n) To attack the pawn at 21. 

(o) He tries, by playing this pawn, to gain one move^ 
«>id to hinder your knight from placmg himself at 11. But 
as this 2&th move is a critical one, the third back game will 
•hew the effect of varying it. 

{fi) Whatever he may now play, his game is irretrieva* 
bly lost ; for as soon as your kn%hts can get a free passage, 
the game will be quickly decided. 

(7) If his king takes your Q. Bishop, you will capture 
his queen, by first taking his bishop at S8 with your Q. 
Knight, and at the same time discovering a check from your 
queen ; if he plays otherwiee, be loses his Q. Bishop for 



nothing. 
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52. 


JF, 


Pawn Nob 5 gb«s diedk at 38. 




' 


j5. 


King retires t» 40. . 




33. 


fT. 


K. Kni^t at 13. 




« 


£. 


K. Bishop at Sa 


' 


34. 


W, 


Queen at 28. (f) 






JL 


Lost exerjr where. 





FIRST BACK GAME. 

BEOIIBmXKa AT TK£ TfilKB MO^VS* 

a, /T. Pawn No. 4 at 2lL 
B. Pawn Na 4 at 29C 

4. /!PI Pawn No. 5 takes the pmn at 2S. 
^. Pawn No. 3 takes the pawn at 204. 

5. ^. |L Bi^iOp gives dbeck at 13. 

Bn % Bishop covers the check at 3L 

j6, W. K. Bishop takes the bishop at 31. 
B. Q. Knight takes the bishop at 3:^ 

7. • W. Pawn No. 4 takes tte pawn at 37* 

jff. Q. Knight takes the pawn at 37. 

8. W. Queen at 34* ' 
JJ. Queen at 39. 

Note. 

(r) Tke <{iie6n afterwards. takes his 4tii pavn ; enters hk 
ipme ; eqptiD8» most of his pfrincipal pieces ; and finally wins 
the jMpe ; it is tiieisefore needless to go on. 
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60 SXOOKO GAICX.' 

IfUtt Back Qttme.'i 

9. M^. Q. Knight at 19. 

B. King castles at 24. Q. Rook at 32. 

10. fF, Bishop at 44. 

jB, Q, Knight ^t 22. : . • ' 

11. PT. King castles at 17. Q. Rook at 25, 
B. Queen takes the queen at 34. 

12. IF. K. Kmght takes the queoi at 34, 
B, Pawn No. 3 at 28. 

13. JF, Q. Knight at 36. 

B. Pawn No. 6 at 46. {a) 

14. ^. I^wn No. « at 60. 

J?. Pawn No. 8 at 61. . . 

15. JF. K. Rook at 59. 
B. K. Kmght at 62. 

16. fF. Bishq) takes the knight at 62. 
B. Rook takes the l»shQp at 62, 

17. JF. K. Rook at 27. 
B. Q. Rook at 40. 

18. fF. K. Kni^t takes the pawn at 28, 
• B. Knight at 12. {b) 

Note. 

(o) It instead of advanciqg this pawn, he had attacked 
your knights, by bringing his Q. Rook to No. 40, you might 
Tixtb suffered him to take your K. Kmght at 34 by removing 
your Q. Kn^;ht to 53 ; the consequence of which would have 
been the loss of his 6th pawQ, and afterwards his K. Ro^. ' 



19, fK K. Rook at 35. 

B. Knight gives check by taking the pawn 
at 2. 

20. fFi King at 9. 

JB. Knight returns to 12p 

^1. JF, Q. Knight at SO checks king and tpok at 
the same time^ and in the sequel wins 
&e game. 



SECOND BACK GAME. 

BBOINNINO AT THE EIOHTB MOVE^ 

B, JF. Queen at 42. 

B. Pawn No. 3 at 20. 

9. /T. K. Bishop at 34. 

B. Pawn No. 4 at 28. ; ' 

10. /T. Pawn No. 3 at 19. 
B. Pawn No. 4 at 27, 

. 11. /T, K, Bishop at 43. 
B, Q, Bishop at 29, 

Note. 
(3) Had he taken your knight at 36 with his rook) in- 
stead of his present move, your knight would have taken 
hisy at 23 $ then checking his king with your rook immedi" 
^tely afte^^ would have given you his bishop) and consequent* 
|y th^ gamCr 



12. fT. Pawn Na 2 at 11. 
B. Pawn No. 2 at 13* 

13. fT. Pawn No. 1 at 4. 

B. Pawn No. 3 takes Sxn paivB. at 11. 

14. W. Pawn Na 1 takes the j»wn at 13. 
£. Q^ Bishop takes Ac Inahop.at 43. 

15. /R K. Kni^t takes the bishop at 43. 
£. Q. Koigfat at 3L 

16. fF, Q. Bishop ab S5« 
j9. Q. Rook at 16. 

17. /F. Pawn Na 3 at 20. 
^. Q. Knight at 14. 

18. fr. Q^ Kni^t At 26. 
^. K. Bishop at 12. 

19. PT. King castks at 49. K. Book at 41. 
S, Loses the garner 



SMC^^V CAUt. 63 

THIRD BACK CAME. 

BfiOXirVIVO AT THX TWXNTT-ftlXTB KOYB. 

I*o»Hon ^ the fdeccM at the ccmmeneement qf this back game. 

Wndte...S^. Rook at No« I : K. Bishop at 13 : Q. Kiught at 
18 : Q. Bishop at 35 : K. Knight at 43 : Queen at 49 : 
King at 57 : First Pawn at 4 s Third at 19 : Fifth at 
37 : Sixth at 44 : Seventh at 59 1 Eighth at 59. 

Black.. Jii. Rook at 8 : King at 33 : Q. Knight at S3 : Q« 
Bishop at 38 : K. Bishop at 39 : Queen at 48 : K. 
Rook at 64 : First Fawn at 5 : Second at 31 : Fourth 
al 39 : Sixth at 47 : Seventh at $4i Eighth at «0. 

26. JF. K- Knight at 26. 
J?.. Pawn No. 6 at 46. 

27. W. K. Knight at 11. 
B. Pawn No. 2 at 20^ 

28. fF. Q. Bishop gives check at 14; 
JB. I^bg at 15. 

29. fF. K. Knight gives check at 21. 

J?. K. Bishop takes the knight at 91. 

SO. fF. Q. Bishop takes ^ bishop at 21. 
JS. Queen at 24. 

31. ^. Rook at 9. 
j5. * King at 23. 

32. JF. Q. Bishop gives check at 30* 
B. King at 32. 

33. JF^ Queen gives check at 14. 

B. King any where, the game bebg tost* - 
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64 
THIRD GAME. 

' WITH THREE BACK GAMES. 

Hie pieces being placed in the usual manner, the 
black moves first. 

1. Black. Fifib pawn at 37. 
White. Fifth pawn at 36. 

2. B. K. Knight at 46. 
W. Fourth pawn at 27. 

3. B. K. Bishop at 21. <£4 
fF. Sixth pawA at 44. {a) 

4. B. Fourth pawn at 30. 
W. Third pawn at 19. 

Note. 

|C7» The firBt back game' commenced at the ^rf m&ve» 

(a) 'Whatever your adversary might have played, this 
would still have been your best move, the exchange of you? 
6tb for his 5th pawn being always in your favour. The 4th 
and 5th pawns> being placed in the middle of the board, form 
a powerful barrier against your adversary's superior piece9» 
Besides this advantage, you gain the attack on him, by his in- 
judicious move of the K. Knight. You have still another ad- 
'vantage in giving your 6th pawn for his 5th, which is, that 
vr)xtTk you castle with your K. Rook, the latter becomes im- 
mediately free and ready for action, in the very beginning of 
the game. This will be fully demonstrated in the first back 
gam^ of this party^ beginning at this third move. 



/" 



5. B. Fifth pawn takes the pawn at 44r ^^) «Of 
W. Q. Bishop takes tiie pawn at 44. 

6. ^. Q. Bish(9 at ii^. 

^ K. Knight at 43. (tf) 

7. j9.' Q. Knight at 31. 
J^. Fourth pawn at 28» 

8. B. K. Bishop at 14. 

^. K. 3ishop at 27. <<0 

I^T* 7!^ teeond 6aci game eammences mt $ke Sth wove* 

(d) If your adversary refuses to take your pavu* leave it 
in '&it same exposed situation^ unless he should castle on 
his king*& side. In this case^ you should immediately push 
this pawn fofwards, in order to attack^ and fall on his king 
iHrith ail the pawns on your right wing. The effect of this 
mxiyement will appear by a second back game, beginning at 
this 5th move. One general observation occurs here worthy 
€3if particular attention, viz. to avoid moving the pawns on your 
right and left, before your adversary's king has eastled ; he 
will otherwise retire where your pawns are weakest, and con- 
sequently least dangerous. 

(c) If he takes your knight you should immediately take 
his bishop with your seventh pawn,"which being then united 
with his comrades increases their strength, and consequently 
iaq>rDves your game. 

(4) TMs is the best aquare that your bbhop can be on, 
tA you will now be ready to attack his pawn at No* 63 should 
he castle with his K. Rook. The 20th square i« however pre- 
ferable when you have the attack^ by comc^andiiig his 47tk 
square. -- 
I 
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66 THIRD GAME. 

•••• 

9. B. Queen at 39. 
fF. Quern at 34. 

10. jff. King castles at 56. K. Rook at 48. {e) «Pl 
JF. Q. Knight at 26. . 

11. B. K. Knight at. 61. (/) 
W. Queen at 35. 

12. B. K. Knight takes the bishop at .44. (^) 
W. Queen takes the knight at, 44. 

f 
Notes. 

• K?* The third back game coTnmeitcea at the lOth move. 

{e) If he had castled on the other side, you should then 
have castled on your king's side, in order to attack him with 
the pawns on your left wing. It is here again useful to ob- 
serve as a general rule, that as it is dangerous in an army to 
attack the enemy too soon, so it is improper, at chess, to ad- 
Vance your pawns too hastily, that is, before they can be well 
sustained by one another, together with the principal pieces ; 
otherwise your attack will prove abortive. The form of this 
attack by the pawns on your left, will be seen by the third 
back game beginning at this 10th move. 

(/) To make room for his sixth pawn, intending to ad- 
vance it to the 45 th square, with a view of breaking the chain 
of your pawns. 

(ff) If he had advanced his sixth pawn instead of taking 
your bishop, your best play then would have been to attack 
his queen with your Q. Bishop at No. 53, and afterwards to 
have advanced your dighth pawn on his bishop to force him 
to take your knight. You might then have proceeded to take 
his bishop with your pawn, in order to support that on the 
36th square, or to replace it in case of its being taken. 
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13. B. Q. Bishop takes the knight at 43. {h) 
W. Seventh pawn takes the bishop at 43. 

14. B. Sixth pawn at 45. 
W. Queen at 51. > 

15^ B. Sixth pawn takes the pawn at 36. 
W. Seventh pawn takes the pawn at 36. 

16. B. K. Rook at 46. (i) 
W. Eighth pawn at 60. {k) 

17. B. Q. Rook at 48. 

W. King castles at 17. Rook at 25. 

18. B. Thiid pawn at 21. 

W. Seventh pawn at 37. (/) 

Notes. 

(A) If h^ were^ not to take your knight, his bishop vrould 
remain confined by your pawns, or he would lose at least three 
moves to set him at liberty, which three useless moves would 
rum his game. 

(0 He brings this rook to No. 46, intending either to 
double it, or to force your queen from the square she now 
Qccuiaes. 

(Jc) By this move, your queen, in case of an attack, can 
retire behind the pawn just moved, and there remain, ready to 
tftke his eighth pawn when an opportunity offers. This pawn 
at No. 60 will presently become a dangerous enemy to your 
adversary's king. 

(/) Here is a move as difficult to comprehend as it is to 
be well explained. In the first place, you are to observe, that 
when you have a chain of pawns connected with one another 
in an oblique line on squares of the same colour, the pawn 
which has the van, or is at the head of them, must not be 
abandoned, but enabled to keep his post. In the present ease. 
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19. £. Fourth pawi^ tak^ the pawn A 37^ 
fT. Fourth jpawn sA 29. 

20. JS, Bishop at 23. 

fr, Knight at 36. (m) 

21. ^, K, Rppk at 43, 
/F. QuQen at -50. 

22. .ff. Queen at 47. (;i) 
/r, Knight at 53. 

JV'otes. 

jonr seventh pawn, not being in a line with his comrade^f 
your adversary has advanced his third pawn two squares, £of 
two reasons, the fir$t to entice you to push forward your 
fourth pawn which would immediately be stopped by hi^ 
fourth, and thus your seventh paim befng deserted would be-r 
come entirely useless. The second is, to guard his eighth 
pawn from the attack of your K. Bishop. Your best play 
therefore, is to advance your seventh pawn upon his rook, be? 
c»ise your adversary by taking k, which he cannot well avoids 
opens a freb passage for your fourth pawn, whiek you are ^ 
advance imjQe<Hat^yi and sustain in case of ne^, with your 
other pawns, in order to make him a queen, or to d^ve froia ~ 
him some other considerable advantage. It is true, that h|i» 
fourth pawn has also a fair pr<^peet of becoming a queen, 
however there h a great 'i^fference, becattse his pawn being 
alone, will always be in danger of capture by sooie of your 
superior pieces. But one must indeed be already a good i^ay* 
er to make a proper use of these moves. 

(m) It was necessary tp stop his fourth pawn with this 
knight, especially as this very pawn in its present situation 
confines his own bishop, and even his knight. 

{«) His intention in playing the queen, is to give you 
check with her at 44, the ne^t move , his eighth pa^'^ 
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{23^ £f Queen gives dieck at 44,. 

^, B, Rook takes tfie bishop at S7. (o) 
^ Rook takes Ae rode at 27, 

p5. j9. Quern at 45, 

«r. Queen at 36, (/>) 

26. A Qjueen takes i3he queen at 3§, 
W. . .Kn^t takes ^ queea at 36« 

27. B, Rook at 44. 
IT. Kmgfat at jiS, 

^8. j9. ThW pawp at 20, 
^. Q. Rook at 51, 

29, B. Knight at 21, 
W. Knight at 38. 

^ght have prevented the attack of your knight, but then your 
fourth would h§ve attacked his bishop' and his queen. He 
would thus have been forced to take the pawn ; your knight 
in return would have taken his bishop, and if the queen took 
itbe knight, she wou}d have been exposed to th^ rook, by your 
jbishop giving ch^k at No« ^0^ 

(o) To save his eighth pawn ; and further, because your 
Hshop proves more incpnveoi^t to him than any other of 
your pieces } besides^ by this capture be will be enabled tp 
luring his queen upon*your Q. Rook. 

(^p) Having now tlie advantage of a rook against a bishopi 
near the etid of a game, it is your best policy to exchange 
queens, and the more so, as his queen is advantageously posti 
f d to annoy you. You therefore force an exchange, whiqU 
^ caiuu^t avwl without being soon oheck-rmate^T 
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SO. £• Knight takes the knight at 38. 

W. Fourth pawn takes the knight at 38. 

31. B. Rook at 46. 

W. K. Rook at 25. 

32. B. Rook takes the pawn at 38. 

W. K. Rook at 31, andfinally wins the game.(5') 

This game shews, that playing the K, Kriight the 
second move is entirely wrong, because it not only 
loses the attack, but gives it to the adverse party. 
It will likewise be shewn by three diflFerent back games 
that a good attack keep? the defender always embar^ 
rassed» 



FIR^T BACK GAME. 

BEGINNING AT TH£ THIRD MOVE. 

S. B, Fourth pawn at 29. 
W* Sixth pawn at 44. 

4* B. Fourth pawn takes the pav^Ti at 36. {a) 
W. Sixth pawn takes the pawn at 37. 

Notes. 

(y) He could only hinder you from doubling your rooks 
by sacrificing his bishop, or suffering you to make a queen 
oif your advanced pawn j therefpre, he loses the game every 
way. 

{a) If he had taken » your sixth pawn instead of this, 
you might have advanced your fifth pawn upon his knight, 
^4 afterwards have taken his pawn v^ith your Q. Bishop, 
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IJPirst Back Game.^ 

5. B. K. Knight at 52. 
W, Fourth pawn at 28. 

6. B. Sixth pawn at 45. 
m K. Bishop at 20. 

7. B. Thiid pawn at 21. 
fF. Thiixi pawn at 19. 

8. B. Q. Knight at 22. 
JF. K. Knight at 34. 

9. B. Eighth pawn at 61. {b) 
W. Eighth pawn at 59. 

10. B. K. Knight at 62. 

W. Kmg castles at 49. lElook at 41. 

11. B. Q. Knight at 5, 

W. B^op gives check at 13. 

12. B. Bishop covers the check at 31. 
W* Bishop takes the bishop at 31. 

13. B. Queen takes the bishop at 31. 
W^ Fourth pawn at 29. 

Note. 

(A) To avoid a doubled pawn upon his K. Rook*s fUe, 
which would have been the consequence of pushing your* 
eighth pawn on his knight. For this would have driven the 
knight to No. 62, exposed to your Q. Bishopi and thus his 
game woyld have been in a bad condition. 
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14. A Third pawn at 20. (c) 
W. Second pawn at 12. 

15. B. Third pawn takes the pawn at 11 in its 

passage. 
W. First pawn takes the pawn at IL 

16. jff. Second p^wn at 14. 
W. Q. Bishop at 35. 

17. B. Bishop at 39. 

W. K. Knight at 44. {d) 

18. B. K. Knight at 56, 
W. K. Knight at 54, 

19. B. K. Rook at 63. 
W. Sixth pawn at 38. 

20. B. Queen at 15* 

W. If ourth pawn at 30. 

21. jff. K. Bishop at 46. 

W. K. Rook takes the pawn at 45* 

22. B. King castles at 24. Rook at 52. 
W. K. Rook takes the kdght at 5. 

Notes* 

(c) To cut off the communication of your pawns ; but 
you defeat this plan by advancing your second pawn upon 
his knight at the 5th square. The knight, having no retreat, 
his thud pawn takes y^Mirs in its pass^^ge. Thus your pawns 
become u&itiedi ttd form an invincible band. 

((/) This kniglit will presiently be the chief cause of your 
adversary's embasrassment, by obstructing his pieces. la the 
mean time you are preparing the cheGk<«iate* 
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23. jB. Second pawn takeft the rodk at 5. 

fT. Q. Rook td[^s the pxwA at &. 

24.^ -fl. First pawn at 6* . 

^ Rook gives oheds: at i^L 

25. B. King retires to ld# . . 
^. Rook at 23. . 

26. i?» Queen at 13. ; . . 
fr. Q. Knight at 3. 

27. i?. Queen at 45. . . .i 
^. Q. Knight.iit 20. ; 

28. B. Queen takes the knigfat at S4^. the garitf^ 
* being despeiMe. 

^ Bishop gives check at 7. . . 

29. JB. King retires to 8. 

ff^M Knight ^ves check-mAtjs at 14. 



SECOND BACK GAME. 

BSGIKNING AT THE FIFTH MOTE. 

5. JB. King castles at 56. Rook at 48. 
fF. Sixth pawn at 45. 

6. JB. Fourth pawn at 29* 

PT. Queen at 43.. • 

7. JB. Foufth pdwn takes the pawn at 35. 
/ST. Fourth pawn takes the pawn at 36. 
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8. 


B. 




W. 


9. 


B. 




W. 


10. 


B. 




W. 


11. 


B. 




W. 


12. 


B. 




W. 


Id. 


B. 




fF. 


14. 


B. 




W, 


IS. 


B. 




W. 



THIRD GAME. 

\j^ttimd Bath Gamt^ 

B. ■' First pawn at 5. 
Seventh pawn at 52^ 

Queen at 30. 
Seventh pawn at 53. 

K. Knight at 40. 
K, Bishop at 20. 

Third pawn at 22. 
Queen at 61. 

Second pawn at 13. 
Seventh pawn at 54. 

Eighth pawn at 62. 

Bishop ^ves check by taking the pawn at 47. 

King withdraws to 64. 

Q. Bishop takes the pawn at 62. 

K. Knight at 46. 

Q. Bishop at 35 ; the black king being 
in check to the queen, and having 
no move, is checkmated. 

THIRD BACK GAME. 

BEGINNING AT THE TENTH MOVE. 

10. B. King castles at 24. Rook at 32. 
PT. King casdes at 49. Rook at 41. 

11. B. Eighth pawn at 62. 
fF. Q. Knight at 26. 
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ITMrd Back Game.l 

12. j?. Seventh pawn at 53. 
m. Q. Bishop at 35. 

13. B. Q. Rook at 56. 
PK Second pawn at 12. 

14. B. Eighth pawn at 61. 
PT. First pawn at 4. {a) 

15. B. Bishop takes the knight at 43. 
fF. Queen takes the bishop at 43« 

16. B. Seventh pawn at 52. 
fF: Queen at 34. 

17. B. Third pawn at 22. 
PT. First pawn at 5. 

18. B. Bishop at 23. 

fF. Third pawn at 20. 

19. B. Eighth pawn at 60. .. 
PF. K. Rook at 9. 

JVbte. 

(a) When your king is thus situated behind two or three 
pawns, and your adversary advances on them in order to break 
their line, or enter your game, you should be careful to push 
non^ of them forwards till you are compelled. For instance, 
it would have been wrong to advance your eighth pawn upon 
his bishop, because he would then have got the attack on you 
by taking your knight with his bishop, and would have ob- 
tained an opening by advancing his seventh pawn. By this 
error, you would have lost the game. 
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20, JS. K. Rook at 61, . ; 
^, Tluixi pawn at 21* 

21, j3. Fourth pawn at 29, 

fF, Fifth pwp at 37, ^ ^ 

22, J?. K. Knight at 40, 
fFl Second paMrx^ at ISi 

23t j9, Itikxl pawn ta^^ the pami ai 13, 

fT. K. Rook tabes the pawn at 1^* . 

24. £. First pawn at 6. 
' PT, K, Rook at 12, 

25. £, Sixth pawn at 46, 

fF. K, Bi^op takes the pawp at 6, 

26. J?. Second pawn takes the biishop at 6, 

FT* Queen gives dieck b^ taking the pwn at 6. 

27. £. King retires to 32. 

fPl Queen j^ves check at 8, 

28. jff. Knight covers the check at 16, 
^ First pwn at 6, 

29. J?, King at 31. 

^ Q^€en gives check ly taking the pawn at 29, 

§0. wff. King retires to 24. 

fT. First pawn at •?, and finally wins the game, 



7T 
FOURTH GAME. 

WITH TWO .^ACK GA^1SS^ 

1. Black. Fifth pawn at 37. 
PFhite. Fifth pawn at 36, 

2. j&. Thiid pawn at 22. (^z) 
^. Fourth pawn at 28. 

3. B. Fifth pawn takes the pawn at 28.^ 
fK Queen takes the pawn at 28. 

4. B. Fourth pawn ^ 30. (b) 
fFl Sixth pawn at 44. 

^. .5. Si^cth pawn at 45. (r) «a| 
fr, Fiftlj pawn at 37. (d) 

Notes. 
$CJ9 The first iack gtfme pommem^9 iff fh? $t^ mwe. 

{a) Your adversary advances this paum^ which is a very 
injudicious move, solely on the presumption that you will also, 
pl^y wrong. He will certainly lose the move^ by your fourtk 
pawn being advanced to No. 2^, cmd this move will at the 
same time place the attack in your hands, and probaWy the 
game ; for when once the move is lost, it is very difficult to 
regain it with good pjayers. It is true, he would lock up ali 
your game with his pawns, if you were to neglect pushing 
forwards your fourth pawn, See the variation. 

ib) If, instead of this move, he had brought his K. Knight 
to the 39th square, you would then have advanced your fifth 
pawn, and afterwards supported it with your sixth. 

(c) If he had moved his Q. Bishop to No. 38, instead of 
advancing diis pawn, you might then have placed your K. 
Bishop at 27, and the situation of the game would in this 
^asc have been exactly the saine as it }s a^ the 6th move of 
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6. B. Fourth pawn at 29. {e) «C4 
JF. Queen at 42. 

7. B. Q. Bishop at 38. 
fF. K. Knight at 43. 

8. ^. Q- Knight at 3L 
fF. K. Knight at 28. 

9. ^. K, Bishop at 21. 
^. ThinJ pawn at 19. 

10. B, Queen at 14. 
rr. Q. Bishop at 35. 

Notes. 

fcy^ The second back game commences at the 6th move, 

the second game : See page 55. ( But, if he had attacked your 
queen Tvith his third pawn, he would have lost the game by 
leaving his pawn at No. 30 unsupported. A back game will 
elucidate this^ 

(jd) Jt is a general rule to avoid exchanging your fifth 
pawn for his sixth, unless you are compelled by unavoidable 
circumstance, which somedmes occur in the defence, but very 
rarely in the attack. Observe likewise, that your fourth and 
fifth pawns, being placed before your king and queen, are bet- 
ter than any others, apd should therefore be carefully pre* 
served and sustained. By pccupying the centre, tliey obstruct 
the motions of your adversary's pieces, 

(e) If he had taken your fifth pawn, instead of advancing 
his, you would then have taken his queen, and afterwards his 
pawn ; thus, by preventing his castling, and preserving your 
attack, you would have had a considerabje advantage ; but had 
he moved his queen to No. 23, it would have produced a difr 
ferent game, the progress of which will be sjhewn in tlie second 
.fcack game beginning at this sixth move, 
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11. B. K. Bishop takes the knight at 26. 

fF. Third pawn takes the bishop at 28* (/) 

12. B. K. Knight at 39. 
/r. K. Bishop at 27. 

13. B. King castles at 56. Rook at 48. 
JV. Eighth pawn at 59. 

14. B. Queen at 23. {g) 
W. Seventh pawn at 52. 

15. jff. Seventh pawn at 54. 

JV. Seventh pawn at 53. (A) 

16. B. Second pawn at 14. 
W. Q, Knight at 19. 

17. B. Thiitl pawn at 21. 

Wn King castles at 17. Rook at 25. (i) 

iNotes. 

(/) When you have two separate bodies of pawiiSy you 
should always endeavour to strengthen and support the strong* 
est party ; but if you have two pawns in the centre files, your 
aim should be to unite as many with them as possible, be- 
cause the centre pawns are by much the best and strongest. 

(5-) His queen being now useless at the 14th square^ he 
removes her, to make room for his pawns, intending to ad- 
vance them upon you. 

(A) This obstructs his game still mote ; your eighth pawn 
will follow, and be able at any time to make an opening upon 
his king, as soon as your principal pieces are prepared for the* 
attack, which he can.no longer prevent. 

(0 Your queen's side is preferable to the other, because 
your right wing is thereby more at liberty ; but if, instead of 
castling, you had taken the pawn he offers, his third and 
fourth pawns would then have formed a front line, which would 
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18- £. Thini paiim takes the pawn at 28, 
m Bisbop takes the pawn at 29. ' 

19- B. Q- Knight at 21. 

JF. Eighth pawn at 60- (A) • 

20. B. Knight takes the bishop at 27. 
IF. Rook takes Ae knight at 27. 

21. B. Bishop at 47. (/) 
JV. Eighth pawn at 61. 

22. B. Second pawn at 13. {m) 
W. Q. R<x& at 59. 

23. jB. Second pawn at 12* 
W. Fifth pawn at 38. 

24. -ff. Bishop at 40. {n) 

/T. Eighth pawn takes the pavm at 54 

25. jff. Bishop takes the Jiawn at 54. 
W. Rook takes the pawn at 63. 

26. B. Bidhop tak^s the robk at 63. 

W. K. Rook takes the bishop at 63. 

Notes. 

htfre proved very iffconvenient to all ydiir i^ces ; beside v 
pawns are seldom offered without a view of some considerable 
adtrazita^^ and therefore it is rarely good play to take th^m. 

{k) Takmg hk knight would hslTe been an error nmilar 
to that yoa avoided by not takings the pawn juat offered to you. 

(/) To replace the pawn at 54, in case it be tadten. ' 

{lit) To attack the knight that covers your king, as he has 
now no better move ; for had he taken your pawn, hia gmme^ 
woidd sun have been desperate^ 

(»} Whether he takes the pawn or not, Ids game is lost 
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27. £. King:||fcB9:;tl^:rff)fc 9|fc 63* 
fT. Queen rives check at 60* 

28. jB. king at 56- 

fF. Queen gives- check-mate at 64.' 
WhcBcver-yttuxan make an opeiiihg on your adversary** 
kmg with two? or threie, pawns, you will win the game. 

VARIATION OF THE FOURTH GAME, 

TO SHEW THE DISABVANTAOE OF PLATING THS THIRD 
FAWN THE SECOND MOVE. 

1. B. Fifth pawn at 'ST- 
fT. Fifth pawn at 36* 

2. £. Third pawn at 22, 
fPl Fourth pawn at 28. 

3. £. Fifth pawn takes the pawn at M* 
fK Queen takes the pawn at 2B. 

4. B. Fourth pawn at 29. 
fK Fifth pawn takes the pawn at 29. 

5. B. TTMrd pawn takes the pawn at 29. 
/T. Third pawn at 20. 

6. B. Q. Bishop at 38. 

fF* Third paWn takes the pawn at 29* 

7. B. Queen take9 the pawn at 29. 
fK Queen takes the queen. 

Sf £• Bishop takes the queen at 29* 
fT. Q. Knight at 19. 
Without proceeding fuuther, it %vill sufeciently appear that 
the black is not likely to succeed in his attack. 
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FIIteT BACK GA3HE. 

BEOINNIMO AT THE FIFTH UOTX* 
5. 

6. 

7. 
8. 





Tlurd pawn at ?1., 

K. 3ishop gpives chec^ af 13, 




Kah(^ covers the dhfede Jrt 31. 
K. Bishop takm the bishop at 31. 


b: 


Queen takes the Bishop at 31. 
Qiieen at 27. 


B. 
W. 


Q. Kmg^t at 22. 
Thiid pawn at 20. 


B. 


Q. Knight at 12. 
Queen at 26. 


B. 


K.. Bishop at 39. 
Q. Knight at 19. 


B. 


K. Bishop at 46. 
Q. Knight at 29. 


B, 

W. 


Q. Knight takes the kpight at 29. (a>. 
Fifth pawn takes the knight at 29. \b) 


B. 


Knight at 39. 

K. Knight at 43. . 



10. 

11. 

12. 
13. 



Notes. 

(a) By this exchange, he avoids the attack of your rooks 
on his fourth pawn ; nevertheless your fifth will win the 
game. 

{b) If you had taken witli your tJurd in^eiad of ^ this 
pawn, he would have separated your pawasy. bjr pushing hi» 
sixth upon your fifth. 
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X4. JB. King castles at 6^, Book iot 48. 
Wi Queen at 27v 

15/ S. K. Rook at 40/ 
^. King at 42. (c) 

16. 5, Kn^t at 45. 

^. Eighth <pim at 60. 

17. jB. Knight at 28: 
, ^. Q. Bishop at 35- 

18. JS. Kmght takes the knigl^ ^ 43, 
^. Kmg takes ,the, knight at 43. 

19. £. Bishop takes the pavrtt at 10. 
fr. Q. Book att^ck^ ik^ jt>isI\op at 9. 

PT, Seventh pBivu:at'52.: < ^ i 

21. £. Seventh pawa.at.ii4i. 
fT* Seventh, pawn at .^3,. . 

, LlUr^-' - J ; .'.1 ■ - • •": 

22. £. Bishf^, ^,$^ , ,. 
fT. Eighth pawn at 61> 

often better enabled to attack with your pawns cm tfe«rf: side. 
In the present case, if you had castled oli the queen's side, 
your adversary -s bishop having m open ttnei bdbce him would 
have greatly incommoded your king. Observe;! wjien you 
play your long to put him on a file where he ynH have one 
of your adversary's pawns before Mm, because ybu will there- 
by be better guarded against Che rook's ambuskeH. 



94: roK&DHiia^tfdrc . 

23. jff. . K.j.»OQk at aft .*; .•::..;•> ' : :\ / f 

fT. K. Rook at 6a .,:. ^ , ; . ;u 

24. R Q. Rook at 40. ,^. v ri .^\ . [ 

25. jff, K. Rook at 36. 

fT. , Eighth pawn t^ikes the pawn at 54. 

26. j9t E^ighth pawn takes the, p^wn at 54^^ 

W. Qb Rook at 57. /^ :; " • 

27. -ff. Second pwn at 13, 

W, Bishop at 19. ' \ ^ ^ ^ ;- • 

28. B. Rook gives check ^t 35/ 

m King at 42. . > I- : .'V ; I. 

29^ B. ' Rook takeis the queen at 27. ' " 

W* Rook ^ve& dieck ati64,: apd' the foQowii^ 

niQYe CK£CiS>MUlT£^ '' ' 

SECOND toAfei feAm 

BEGINNING AT TQB IJIXTH' MOVfi* 

0, jff. Queen at 23. ^ ^ . 

^. K. Bishop at 20.. , 

7*. J?. Fourth piwn takes the jfewli at 37, 
W. Sixth pawn takes the pawn, at 37, 

8. j&. . Thild pawn at 21. / 

/T.' Queen at 29. ' >: 

p. B, % Knight at 22. 
Wf K. Knight at 43, 
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. ISeaind Back Game^ 

10. S. Q.: Knight at 12. ' : 
i^. Queen at 25. 

11. B. First pawn at 6; 
ff^. First pawn at 4. 

12. JB. K. Kmght: at 39. 

tf^. ij^ castles at 49. Rook, at 41« 

13. B. Seventh pawn at 54. 
JF. Q. :^ishop at 53. ; 

14. B. K. Bishop at 55. 
jr. Q. Bishop at 46. 

15. B. K. Knight at 56. 

W, Q. Bishop takes the bishop at SB* 

16. B. Queen takes the bishop at 55. 
W. K. Knight at 53. 

17. B, K. Knight at 62. 
W. Q. Knijit at 19. 

18. B, Q. Knight at 22. 
W. Qu^ at 29. 

19. B. Q. Knight at Z9, 
W. Queen at SO. 

20. B. Q, Bishop at 31. 
W. Sixth pawn at 38. 

21. B. Q. Bishop at 22. 
W. Q. Rook at 25. 

22. B. K. Knight at 52. 

W. Queen gives check at 31. 
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SS. B. Bishop takes liie ^(Ktti at Bl^ 

^ Sixth pawn ^ves check if liking the 
bishq) at SL . 

24* jB. King at 32. 

JV. K. Knight ffv/SA cuec^^miltz at 38. 

Though fiiis bact ^ame may be played sevaral dif- 
ferent ways, the black ynSL al^jrs lose, pfbvi^ ydti 
suflfer no obstruction to your K. Bishops ' 
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TOST GAMBfr, 

WITB SIX BACK GAllBlS. 

A GAMBIA U an irrjtgular^ skirmishing manner ^ fih^gf wi 
vMcA the surrender qf^ the pawn is fiUonved by a greater 
variety of stratagem than ^ regutmr- party^ oAfdts ^ Jjf^^is 
begun by advancing the king*s or p^em*^ pawn two squares 
the first mopuej and then the K, Bishofis or Q, Bishop's 
pawn two squares also, TMs -fimde x^f fddying is called by 
the Italians Gambetto. The^Jtrefsch £»?an«£B/;'off, €kimbitr 
has been adopted^ and retimed byJRngUsh chess-players, 

1. White. . Fifa pawn at 56. 
Black. Fifth pawn at 37. 

2. W. Sis^ pawn at 44w 

^ Fifik pawn takes like pawn at 44. 

3* W. K. Knight at 43. 
B. Seventh pawn at 53. 

4. W. K. Bishop at 20. {a) -£* 
B. K. Bishop at. 55. {b) ^iA 

Notes. 

|C!7* The first back game commences at the 4^h msrvfi^ 
^C^ The second back game commences at the 4th move, 

{a) If y^Ur had pushed forward your eighth pawn two 
squares, before you had brought out this bishop, your adrer- 
sary would have abandoned his pawn at 44, and thereby have 
gained the attack on you, with a better situation of his game.. 
This wijl be demonstrated by the first back game, beginnmg 
at this 4th move. 

{b) The second back game will shew the mode of contin- - 
uing your attack, if he had advanced his seventh pawa on 
your Height, instead of his. present move. 
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5. fT. Eighth pawn at 60. {c) 

B. Eight& pawn at 62. \d)J3t 

6. fF. Fourth pawn at 28. 

S. Fourth pawn at 30. (e) *£< 

7. ^. ThinJ pawii at 19. 

B. Third pawn at 22. (/) <a^ 

8. JF. Queen at 11. 
B. Queen at 39. 

9. JF. King castles at 49. Rook at 41. 
B. Second pawn at 13. {g) «C4 

• Notes. 

tj* The third back game cotnmcnce9 at the Sth move, . 

SJ* The Jtmrth hack game commenceB at the 6th fitavem 

(t7* TVie fifth back game commences at the 7th move. 

t7* The sixth back game commences at the 9th move. 

(c) To make him advance his eighth pawn, by which 
|us knight will be obstructed.. 

{d) If he had pushed his seventh pawn on your knight 
instead of moving this, it would have produced a different 
game, which will be seen in. the third back game. 

{e) The fourth back game is founded on the supposition of 
his moving his third pawn instead of this, in which case, your 
fifth pawn should be pushed forwards, in order to take his 
fourth in its passage, if he were inclined to advance it on your 
K. Bishop. Observe, that in the attack of Gambits in gen« 
eral, the £. Bishop is the best officer, and No. 5 the best 
pawn. 

(/) If, instead of this pawn, he had moved his Q. Bish^ 
op to No. 38 or 52, you would have won the game in a few 
moves, as will be proved by the subsequent back games. 

{g) You would have won the game easily, if he had not 
advanced this pawn on your bishop. The sixth back game 
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JO. ff^s K. Bishop at 27. 
JB. First pawn at 6* 

11. PT. First pawn at 4* 
^. Q. Bishop at 15* 

12. ^ Q. Knight at 3* 
£. Q. Knight at 31. 

13. fF. Q. Bishop at 26. * 
A Queen at 46.. 

14. /^ First pawn takes the pawn at 13» 
J3^ First pawn takes the pawn at 13<t 

15. i5^ Q. Kni^t takes the pawn at 13. 
£^ TMrd pawn takes the knight at 13* 

16. fn Queen takes the pawn at ISt 
£. Rook at 16. 

17. ^ Eighth pawn takes the pawn. at 53». 
B. Eighth pawn takes the pawn at SS^^ 

18. ^ fjf^^ Queen takes the pawn at 53. 

jff. Queen takes the queen at 53. 

.19. JF. Knight takes the queen at 5^. 
B. K. Knight at 62. 

20. Wi Q. Bishop takes the pawn at 44. 
B. K. Bishop at 48. 

Si. JF. Second pawn at 12, and finally wins the game. 

Note. 
^rill demonstrate this. But now, by deranging your system 
of attack on the king's side, he compels you to attack on the 
queen^s dde. However) this will not prevent your winning 
the game, .- 
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FIRST BACK GAME. 

BSOZNSIHO AT THE FOURTH MOVE* 

4. JF. Eighth pawn at 60. 
B. Seventh pawn at S2^ 

5. fT. K. Knight at 37. 
JB. Eighth pawn at 6L 

6. fP: K. Bishop at 20. 
£. K. Rook at 63* 

7. PF. Fourth pawn at 28. 
£. Fourth pawn at 30. 

8. fT. K. Knight at 27. 
if. Queen at 39. 

9. fFi Q. Knight at 19. 
K K. Knight at 46w 

10. fP: Queen at 34. 

j5. Fifth pawn at 4S attacks the queen# 

11. fF. Seventh pawn takes the pawn at 43* 
jff. Seventh pawn tai^es the pawn at 43. 

12. PF. Queen takes the pawn at 43. 
jff. Q. Bishop at 52. 

13. W. Queen at 35. 

B. K. Bishop at 62. 

14. fF K. Knight at 44. 
J3. Third pawn at 22. 

15. fF. Q. Bishop at 26.- 

J?. K. Bishop takes the knight at 44. 
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iFirH Back Game^i 

Ifi. l^j. Queen takes the bishop at 44* 
A Fourth pawn at 29. 

17. fT. K. Bishop at 27. (a) 

J. K. Kni^t takes the pawn at 36« 

18. fT. Knight takes the km^t at 36. 
ij. Sixth pa^y^ at 45. (^) 



SECOND BACK GAME. 

BEGINNING AT TTHE FOURTH MOVK^ 

4. ^. K. Bishop at 20. 
jff. Seventh pawn at 52. 

5, ^. K. Knight at 37. 

jff. Queen gives check at 60. 

(S. fP: King at 41. 

A K. Knight at 62. 

7. fPl Fourth pawn at 28. 
B. Fourth pawn at 30. 

Notes. 

(a) If you hdd advanced your fifth pa^m instead 4>f m0V« 
img youp iHshop^ the pawn would still have been lost, by be* 
ing exposed to the attack of his Q. Knight. 

(d) The same pawn will afterwards take your knighty 
apd must infellibly win the game, as he is now in the line 
of promotion, at the head of his comrades and powerfully siqu 
ported. Those, who have studied the lessons given in the 
prpcedin^ g^ps, lyill ^equ^;f,e no instruction to finish thjis ; 
therefore it te needless to go on. 



iS&ewtd Back Game."^ 
K. Knight at 27- ^ 

Fifdi pawn at 43* 

Seventh pawn s^ 51v 
Queen gives check at 59, 

King at 42. . 
Queen checks at 50* 

King remove* tey 35. 
K. Knight at 56. ^a) 

K. Knight at 44^ 
K^ Bishop at 62^ 

K. Bishop at 41, attacking the queen^ 
Queen takes the rook, or moves any wherct 

K. Bishop gives check at 13, and afief? 
wards takes the queen. (^^ 



THIRD BACK GAME- 

BEGINNIKO A.T THE FIFTH l/LOfUf 

5. JF. Eighth pawn at 60. 
B. Seventh pawn at 52. 

6, M^. K. Knight at 53. 
B, K, Knight at 62. 

Notes. 

(a) To make room for his K. Bishop, in order to ad- 
vance himi on your king, this being his best play in the pre? 
«ent situation of the game. 

(*) As it is evident you must ^n the game, it is user 
less to proceed. 







8. 


B, 


9. 


W. 
B. 


10. 


B. 


11. 


W. 
B. 


12. 


B. 


13. 


B. 


14. 


m 



7^ ^ Fourth pawn at SB* 
£. Sixth pawn at 46* 

8* /i^ Q. Bishop t^es the pmn at 44 
J?. Fourth pawn at 30# 

9. ^. Thiid pwn at X9, 

JB. Sixth pawn takes the knight at 53. {a) 

10. /jT, Eighth pawn takte the pdwA at B$. 
£. K, Knight at Sf6» 

Jll. fF. Queen at IL 
^. Queen at 59. 

12. fr. Q, Knight at 26. 
£. Queen at 48, 

13. /r. King casdes at 49. Rook at 41. 
jB. Loses the g^ne. (b) 

m- 

FOURTH BACK GAME. 

BEOXNNIKG AT T^K 8I&TH XOV^ 

0. fFf Fourth pawn at 28. 
JB, Thini pawn at 22. (r) 

(a) If he had taken your knight beford he made rooim 
•&r his queen^ by moving his fourth pawn^ you would have 
taken his knight vidth your pishop, ^d he would thereby 
have lost his queen also. 

id) He must in&llibly lose the game, for if he moveil 
his queen hp loses the knight, and if he moves the latter, tlie 
Queen will be lost, by a discovered check from your rook. 

(c) His design in this move is to advance his fourth pawi) 
fipon your K, Bishop, which you prevent by moving your fifth. 
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7. 


JB. 


8. 




,9. 


Br 


10. 


B. 


11. 


B. 


12. 


JBr 



jrXRST GAMBIT. 

IFmtrth Back Qame.l 
Fifth pawn at 37. 
Second pawn at 13. 

K. Bishop at 11. 
First pawn at 5, 

First pawn at 4, 
Second pawn at 12, 

Q, Knight at 26. {a) 
Q. Bishop at 6. 

JF. Q. Knight at 36, 

Queen at 14, or any where else. 

Q. Knight gj;ves check at 30, 
Loses the game. 



FIFTH BACK GAME, 

BEOXKNXNO AT THE SEVENTH MOTE, 

7. /T. Thin! pawn at 19, 
B. Q. Bishop at 52. 

8. fF. Queen at 11. 

B. Q- Bishop at 61.^ {b) 

Notes. 

((I.) Tl)is knight, although he has appeared to be almost 
l^seless is now the very piece that will win the game without 
iBL possibility of being hindered. It is therefore a gpod gener- 
al rule, tO/place your pawns in such a manner as to obstruct 
your adversary's knights. 

{b) If he had sustained his sixth pawn by moving the 
queen to 31 or 39 he would have lost his second pawn, and 
afterwards Jiis rook. 
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•••• 

[JPifih Back Gcme.'} ^ 

9. fr. Eighth pawn takes the pawn at 53. 
JS. Eighth pawn takes the pawn at 53. 

10, fF. K. Rook takes the bishop at 61, 
JB. K. Rook takes the rook at 61* 

11. fFl K. Bishop takes the pawn at 47, checkbg 

the king and rook ; and wins the game. 



SIXTH BACK GAME. 

BBOINNXNG AT THE NINTH MOVB. 

9* fF. King castles at 49, Rook at 4L 

JB. Q. Knight at 31. 

10. i^ Eighth pawn takes the pawn at 53* 
JB. Eighth pawn takes the pawn at 53* 

11. ^ K. Knight takes the pawn at 53. 

JB. Queen takes the knight. 

12. fF. K. Bishop takes the pawn at 47, giving check. 
jB. King retires to 48. 

13. fPl K. Bishop takes the pawn at 44. 
£. Queen at 60. . 

14. IF. Q. Bishop gives check by taking the 
( pawn at 30. 

£. K. Knight covers the check at 39. 

15. IF. K. Bishop at 54, discovers the rook's check. 
JB. King any where, the game bebg tost. 



9$ 
SECOND GAMBIT. 

WITH VOUa BACK OAMXt^ 

1. White. Fifth pawn at 36. 
Blach. Fifth pawn at 37. 

2. W. Sixth pawn at 44. 
^. Fiftti pawn takes it. 

3. W. K. Bishop at 20. 

B. Queen gives check at 60. 

A. fF. King at 41. 

B. Seventh pawn at 53. {a) «iOl 

5. m K. Knight at 43. 
B. Queen at 61. {b) 

6. W. Fourth pawn at 28. 
B. Fourth pawn at 30* 

Notes. ^ 

^C7* ^V«^ one? second back gamca commence at the 4th move* 

(a) There will be two different back games upon this 4th 
move. The^rst will shew the effect of moving hb K. Bishop 
to No. 31. instead of advancing this pawn ; the second will 
be founded on the supposition of advancing his fourth pawn 
one square^ instead of either of the above moves. 

(d) This is the^st of three different squares to which 
his queen might retire. First, if he moved the queen to 62| 
your knight, by removing to 37, would attack his pawn at 47, 
and you therd)y take his rook ; secondly, if his queen were 
at 53, your bishop might give check, by taking his sixth pawn, 
and then, if he takes your bishop, the knight may check botk 
king and queen, and consequently win the game. 
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7- W. Third pawn at 19. (r) 
jff. Q. Bishop at 52. 

8. W. King at 42. 

B. K. Knight ^t 46. (rf) 

9. ^. Queen at 34. 

B. Q. Knight at 31. «C4 

10. W. Eighdi pawn at 60. 

B. Bishop takes die knight at 43. 

11. W. Queen takes the bishop at 43. 

; B. Queen takesthe queen, {e) «D4 

12. W. King takes the queen at 43. (/) 
j9« Seventh pawn gives check at 52. 

Notes. 

27" 3^^^ third back game commences at the 9fh move, 
J7* The fourth back game commences ut the \Uh move. 

(r) It is of consequence in the gamuts to advance this 
IMiWD, thereby openiag a passage for your queen to No« 1 !» 
where she will greatly annoy your adversary, and embarrass 
Ms game, especially if his Q. Bishop haft moved out previous 
to any attack on your principal piecesr See the fifth and sixth 
l>ack games of the First Gambit. 

(rf) His bishop might have taken your knight at 43, in- 
stead of his knight's coming out This would have changed 
the whole course 6f the subsequent moves, as will be seen in 
the third back game. 

(je) If, instead of taking your queen, he had given you 
check with his knight, he must have lost the game, which 
will be demonstrated in the fourth back game. 

(/) It has frequently been repeated as a general rule, to 
unite your fifth and sixth pawns together ; but as there is no 
N 
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13. fK King takes the pa\m at 44* 
jff. K. Bishop gives check at 62. 

14* fr. King advances to 45* 

£, K. Bishop takes the bishop at 17. 

15r fT. Rook takes the bishop at 17. 
£0 Eighth pawn at 6L 

16. fT. Knight at 26. 
B. King at 39/ 

17. fFl K. Rook at 41. 
jB. Third j^^vn at 22. 

18. /T. Q. Rook at 33. 

jff. Second pawn at 13. 

19. fr. Bishop at 11. 
JB. First pawn at 5. 

20. fr. Fiftti pawn at 37. 

j5. Fourth pawn takes it. 

2L ^ Fourth pawn takes the pawn at 37. 
£. K. Knight at 29. 

22. fT. Knight at 36. {g) 
jB. Q. Knight at 14, 

gieneral rule without an exception^ you wUl pcreehc one hercf 
foimded on two good reasons ; first, if you take his queen 
with your king, you certainly gain a pawn, yout* adversary 
being unable to prevent it ; secondly^ the king has but little 
to fear when the adverse queen is captured^ and may there* 
fore BOW be put in motion, and render essential services. 
This will be seen in the sequel. 

ig) It would be bad. play to take his knight with your 
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23. fT. Knight at 46. 

JS. Q. Rook at 32. (A) 

24. /iT, Fourth pawn at 38. 
B. Q. Rook at 30. (i) 

25. /iP; Fourth pawn takes the pawn at 47- 
j9. King takes the pawn at 47. 

26. fr. King at 53. 

j9. King at 55. {k) 

27. ^. Km^ gives dieck at 61, by taking &^ 

pawn. 
j&. Kiog Withdraws to 63. 

28. ^ fK K. Rook gives check at 47. 

j5. King removes to 56. 

29; fFi K. Rook at IS. 

j9. Q. Rook at 32. (/) 

30. fFl Rook takes the knight at 14, and wins 
the game. 

Notes. 
bishop, because Ins tldrd pa^m would not only take your bkh« 
op, but also stop the progress of your Imight. 

(A) If his knight had taken yours, ybur fourth pawn 
would have captured the knight, by which his king would hare 
been in check to your Q. Rook, and being obliged to remove 
would have given you an opportunity of attacking his pawn 
at 47, by removing your Q. Rook to 39. 

(t) This is better than taking your pawn, for by losing 
his sixth pawn the game would be decided against him in a 
few moves. 

{k) Tq avoid the rook's check by discovery. 

{/) Moving his king in this case would render his game 
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FIRST BAC* CAME. ^ 

BEOiKNiNa AT the: roxmxff ucrn. 

4. JF. King at 41. 

B. K. Bishop at 21. 

5. W. Fourth paito at 28. 
jff. K. Bisbop at 14. 

6. /ST. K. Knight at 43.. 
jB. Queen at 52. 

7. W^ K« Bishop ^es cfaedc^ '47^ takmg the 

pawn. 
^. King at 48^ if he retakes he loses the queen. 

8. fF. Eighth pawn at 59. 
B. Queen at 51. 

9. JF. Q. Knight at 19. 

B. King takes the bishop at 47. {a) 

10. ^. Q. Knight at 34. 

B. Queen at 54, having no other move. 

11. W. K. Kmght at 37, gives check to king 

i and q^en ; and Midns t)ie -game. 

> Notes. 
still OQore ^sperate ; for you might then give check At 16 
and take his K. Rook. You ivill observe here, thfit yo^ win* 
3Qing this game depended ou having your king free for action ; 
you will also observe that the king,, in certain situations of 
the game, is capable of doing more service than any other 
piece on the board. 

{a) The event of the game will be the same, whether 
he takes your bislw^ pr not, his qu^n having no way to save 
herself. 
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SECOND BACt GAME. 

IBBGINHING AT THE VOOtlTtl MOV)&« 

4. ^. King at 41. 

£. Fourth pawn at SO. 

5. fF. K. knight at 43. • 
£. q, Bishop at 52, 

6. fF. Fourth pawn at 28. 
£, Seventh pawn at 53, 

7. fr. Q- Knight at 19. 
jB. Queen at 61^ (a) 

8. i^. Eighth pawn at 60. 

£. Eighth pawn at 62. (b) 

9. fF. King at 42. 

JB. Q. Bishop takes the knight at 43. (c) 

J.O. JK Seventh pawn takes the bishop at 43. 
JS. Queen at 54. 

{a) If he were to take your K. Knight with his bishop 
instead of making this move^ your queen would take his bish« 
PP9 and afterwards advancing your seventh pawn to 51| your 
game would be much improved. 

(d) If he had moved his sixth pawn instead of this, you 
mj^ht have gained a very advantageous position by taking Ms 
kpight at 56 with your bishop, and afterwards placing your 
Q. Knight at 29. 

(c) Any other move would have put lam seventh pawn 
in the power of your eighth. In the attack of Gambits, it 
should be observed^ that if you are once able to break the line 
pf your adversary's pawns on the king's s;de, the advantage 
is very conudefable. 
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[Seemd Back Qame.\ * 

11. fF. Ei^th pawn takes the pawn at 53« 
JB^ Queen tekes the pawn at 53. 

12. jr. Knight at 34. 

B. Q. Knight at 31. 

13. fT. Knight tekes -the pawn at 44. 
B. Queen at 32. 

14. JF. Third pawn at 19. 
B. Q. Knight at 14. 

15. TF. K. Bishop at 27. 
B» Queen at 31. . 

16. fr. Q. Bishop at 35, 

B. King castles at 24. Rook at 32/ 

17^ fF. First pawn at 4. 

B. Kmg at 16. 

18^ fF. First pa^vn at 5. 

JB, Q. Knight at 24. 

19. W, Second pawn at 12. 
B. Third pawp at 22. - 

20. TF. Second pa^in at 13. . 

B. ^ ThircJ psi^ra takes the pawn at 13. 

21. fF. First pawn at 6. {d) 
B. Second pa^n at 14. 

«2. If, Queen at 11, 

B. K. Knight at 46. 

(rf) To binder him from guarding his pawn at {3, 
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{Second Back GameJ] 

23. ff^. K. Bishpp takes the pawn at 13. 
jB. Queen at 23» 

24. fT. Fourth pawn at 29> 
jff. K. Bishop at 55.. 

25. fr. K. Bishop, at 22. 
£. K. Knight at 31. 

26. fr. Knight at 27. 

B. K. Knight at 37. 

27. fF. Knight takes the knight at 37. 
£. Bishop takes the knight. 

28. fT. Seventh pawn at 44. / . 
B. Bishq> returns to 55, 

29. fr. Q. Bishop at 28. 

B. Bishop takes the bjshop at 28# 

SO. JK Third pawn takes the bisliop at 28* 

jB. Queen at 39. 

31. W: King at 43. 

B. Q. Rook at 56. 

52. JF. Q. Rook at 17. 

B. Q. Rook at 54* 

Z3. W. Bishop at 15. 

B. K. Rook at 56. 

34. W. Rook takes the knight at 24. 

B. Rook takes the rook. 

55. W. Bishop takes the rook at 24. 

B. King takes the bishop. i 
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iSecond Back Game.^ 

36. fV. Rook gives check at 17. 
B. King retires to 16. 

37. TF. Queen at 20. 

JB. Queen at 31. » 

38. W. Seventh pawn at 45. {e) 
B. Rook at 56. 

39. fF. Queen at 22. 

B. Queen takes the qu^n. (/) 

40. fF. Fouiili pawn takes the queen at 52&. 
B. King at 23. 

41. fF. Third pawn at 29. 
jff. Eighth pawn at 61. 

42. fV. Rook at 57. 
jff. Rook at 64. 

43. tF. Rook at 49. 
B. Rook at 63. 

44. ^ Rook at 56. 

B. Second pawn at 13. {g) 

Notes. 

(0 To prevent his giving* check trith the queen. 
, (/) If his queen retires to 32 or 40, you give check-mate 
at 15, or take his queen by advancing your fifth pawn. 

(jg) He would have pushed forwards his eighth pawn in 
order to make a queen ; but finding by calculation that he 
b one move short, he prefers moving this. In this second 
back game which has been Very long and difficult, it would 
have been impossible for you to have succeeded without the 
help of your king ; and if you had castled on the queen's 
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ISecond Back Qame,'\ 

45. m Rook at 8- 
B. King at 14* 

46. fF. Rook ^ves check at 16* 
B. King removes to 23. 

47. TF. Rook gives check at 15* 
A King at 32. 

48* W. Fiflh pawn at 37. 
-ff . Fourth pawn takes it. 

49. fF. Thinl pawn at 30. 

B. . Kiiig at 24, to avoid the rook'i^ check<>niate« 

50. tF. . Third pawn gives check at 31. 
B. King returns to 32. 

51. W. Rook gives check at 16 ; the third pawn 

advances to the furdiest raqk) consequendy 
makes a queen, and wins the game. 



■ <i»» 



THIRD BACK GAME. 

BEGINNING AT THE EIGHTH MOVE. 

8. m King at 42. 

B. K. Knight at 4^. 

9. JF. Queen at 34. 

jB. Bishop takes the knight at 43. 

Note. 
side, his distance would have proVed an obstacle to your suc- 
cess. When the white king does not castle, the 42d square is 
commonly his best place. 

o ' 
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{TTdrd Back Gmne.'\ 
10. W. Queen takes the bishop at 4S« 
B. Queen takes the queenr (<i) 

11* JV. Seventh pawn takes the queen at 43. 
B. K. Bishop at 55. 

12* fF, Eighth pawn at 60. 
B. Eighth pawn at 62. 

13. TF. K. Rook at 49. 
B. K. Knight at 63. 

14. JF. Q. Bishop takes the ysvm at 44. 

B. K. Bishop gives check, by takii^ die pawn 
at 28. 

15» JV. Third pawn tal^s die bid^ at 2S. 
B. Seventh pawn takes die biriiop at 44« 

16. ^. K. Rook at BS. 
jff. Q. Knight at 22. 

17- tF. Q. Knight at 19. 

B. Q. Knight takes the pawn at 28. 

18. IF. Bish(^ ^ves check,by taking die pawn at 47. 
B. Kuig at 48. 

19. fF. Q. Rook at 49, 
B. Q. Knight at 22. 

Note. 

(a) If he had not taken your queen, you Urcmld hare broken 
his line of pawns by advancing your eighth to No. 60. 



ITbtni £aek Come.} 
SO. ^. 3iah(^ at 11. 

^. Q. Book at 32. {a) 

21. ^. K. Book gives cbssek ait 47. 
B. King at 40, 

22. ^ Q. Book at 55, , 
£, K. KiMght at 48. 

23. ^ Knight at 29 ; and fiiiaDy \ini»i the ganac 

FOURTH BACK GAME. 

BBOIirinNO AT THS XI.ByE»TH KOTX. 

11. ^. Queen takes the bdshop at 43* . 
B, K, Knight ^ves check at 52. 

12. fF, King at 49* 

jff. Seventh pawn takes &e pawn at 60, (*) 

13. W. Q. Bishop takes the pawn at 44.. 
£. K, Knight at 46, 

* 

14. W: Knight at 3. 

£. Queen takes the queen at 43^ 

15. PFl Seventh pawn takes the queen at 4»3. 
B. K. Knight at 61, 

NoteSp 

(a) ^y other move wo^ld hare put bis knight at 63 ia 
the power of your rook ; you would afterwards liave given 
him check at 56 with your Q. Rook, and taken Ms Q. Rook^ 

(^) This was the only move that could prevent your eighth 
pawn capturing his seventh. 
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iFourth Beck Game.1 
16* fT. K. Rook takes ifae pawn at 60. » 
£. K. Knight takes the bishop at 44. 

17. ^. Rook takes the kmght at U. 
B, Si^tb pawn at 46. 

18. JF. King at 42. 

B. King castles at 24. Book ^ 32<r 

19. IT. Bishop at 38. 
jB. Bishop at 39, 

20. IF. Q. Rook at 57. 
jff. King at 16. 

21. fF. Bishc^ takes the knight at 3l/ 
B. Q. Rook takes the bishop. 

22. /r. Q. Rook at 62. 

B. Second pawn at 14. 

23. IF. K. Rook at 45. 
B. Bishop at 32. 

24. JF. K. Rook at 61. 
B. Kbg at 15. 

25. TF. Seventh pawn at 44. 
B. Third pawn at 22. 

26. fF. Seventh pawn at 45. {c) 
B. Loses the game. 

Note. 

(r) In the present situation of the game, your adversary 

being unable to attack any of your principal pieces, your plah 

should be to bring your knight to 46, in order to take his 

pawn at 63, a capture that will decidedly give you the p^ame. 



J 



THIRD GAMBIt. 

VITH THREE BACK OAMBS«^ -^ 

1. J^hite. FifUi pawn at 36, 
£lack. Fifth pawn at 37. * ; 

2. ;^ Sixth pawn at 44. 

JB. Fourth pawn at 29. (^a:) cffll 

3. ^ Fifth pawn takes the pawn at 29# 

JB. Queen takes the pawn at 29. {b) «C<I 

4. fV. Sixth pawn takes the pawn at 37. 

JB. Queen g^ves chqck by t^ing the pawn at 5f . 

5. ^ Bishop covers the chepk at 34. . (c) 
JB. K. Bishop at 30. 

|5.. fK K. Knight at 43, 
JB, Queen at 39. 

j^otes. .. ^ ' 

|C7* 2%^ ^r«r back game commences attthe 2d move, 
fd* The second back game commenced at the '3d move, 

(a) The consequence of placing this pawn at the SOth, 
instead of the 29th square will be seen in the first back game* 

{b) The second back game will shew the effect of tak-' 
ing your pawn at the 44th square with his fifth paw^i, instead 
of his queen's taking your fifth at 29. 

(c) So far the game appears entirely equal on both sides ; 
however, you have still a small advantage, because you have 
pn your left wing four pawns headed by your fourth ;— while' 
your, adversary's pawns are divided, three on each side, and 
moreover separated from the centre. You can therefore, the 
easier prevent his pawns from uniting in the middle of the 
I^Vd. 
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21. fT. K- Rook at 46. 
B. Queen at 31. (*) 

22. fFi Rook gives check, by taking the pa\yn 

at 54. 
jff. Sixth pawn takes the rook. 

23. PK Queen gives check at 54 by taking the 

pawn. 
£, King retires to 64. (/) . 

24. PT. Queen takes the pawn at 62, and gives 

repeated checks, till the black king is 

CHECK-MATED. 



FIRST BACK GAMEr 

BEOIKNING AT THB SECOND .MOTE. 

2. fft Sixth pawn at 44* 
JB. Fourth pawn at 30. 

3. fT. K. Knight at 43. 
JB. Q. Bishop at 52. 

J)/ates. 

{k) His queen at 31 has prevented your rook from tak- 
ing Ms UsHp, which would infallibly have decided th^ game 
in your fevour. 

(/) He might have defended his king by placing the queen 
en the 55th square^ but then you would have taken his bish- 
op, at the same time gi^g him check. You would then 
have had a good attack on liim, besides a bishop and two 
yawns agaim^ his rook. But as the parties stand at present, 
it is useless to proceed with the game, because it will afford 
no instruction. It is therefore ended with a perpetual check. 
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4. 


w. 




B. 


5. 


W. 




B. 


6. 


W. 




B. 


7. 


W. 




B. 


8. 


fF. 




B. 



\Fint Bock Gmiu:\ 
K. Bishop a^ 20. 
Q. Knight at 22. (4) 

Third pawn at 19. 

Bishop takes the knight at 43. {p) < 

Queen takes the bishop at 43* 
K. Knight at 46. 

Fourth pawn at 27. 
Q. Knight at 5. 

K. Bishop ^ves check at 13. 
Third pawn covers the check at 22. 

Notesn 

(a) The defender is often forced to plax contrary to the 
general rules of the gaxnes^ in order to defeat his adversary's 
plans, but the assailant is seldom under this necessitf . There-^ 
fi>re» in the present case^ your adversarf posts his knight at 
the 23d square, to defend his pawn at 37, and afterwards to 
attack your sixth pawn which proves very inconvenient to him. 
If he had played otherwise, you would have taken his fifth 
pawn with your sixth, and then have given him check with 
your K. Bishop at 47 ; his king, by taking the bishop, would 
have come within the range of your knight, by which you 
might have captured his Qc* Bishop with your queen. But if 
lie had taken your pawn at 44 instead of moving his knight, 
yoiH* fourth pawn at 28 would have made a complete gambit 
according to rules formerly explained. 

[b) If he had played otherwise, your next move would 
have placed th^ queen at 1 1, unless indeed, he had attacked 
some of your pieces, / 
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[FirsS Back Gtwie^l 

9. fF. K. Bishop at 4. 
jB. Second pawn at 13. 

10- fT. K. Bishop at 18. (c) 
jB. K. Bishop at 39. 

11. fT. Fourth pawn *at 28. 
£. Fifth pawn takes it. 

12. JF. Third pawn takes the pawii at 28* 
jB. Kbg castles at 56. Rouk at 48. 

13. fr. Q. Bishop at ^5. 
jff. Q. Knight at 20. 

14. ^. Q. Knight at 26. (d) 

B. Q. Knight takes the pawn at 10. 

(c) To a person not thoroughly acquainted ivith the priii* 
ciples of the game^ these three la9t moves will appear not 
only entirely useless, but even contrary to the many rules 
already prescribed. Nevertheless, when you consider that 
your adversary has lost as many moves in pursuit of your 
K. Bishop, and brought his game into such a situation, that 
he cannot castle on his queen's side, without the risk of los* 
ing the game in a few moves ; and that he will consequently 
be obliged to castle on his king^s side, where he will be much 
exposed to the attacks of the same bishop, you will perceive 
that these three moves are well calculated, and the more so, 
as you are how in possession of the middle of the board, and 
may move your pawns advantageously. When the centre is 
well sustained, the battle is half won. 

(d) You remove this knight, in order to pursue your at- 
tack, without regarding the loss of your first and second pawns, 
because, being serrated from those in the centre &les> they 
are of little worth. 
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15. 




\Fint Back Game.'] 
. Sevoith pa\m at 52. (e) 
Q. Kn^t returns to 20. 




16. 


W. 
B, 


Knight takes the knight at 20. 
Second pawn takes the knight. 




17. 


B. 


Seventh pawn at S3. 
Knight at 31. 


- 


18. 


B. 


Ea^idi pawn at 60. 
Queen ^ves check at 5. 




19. 


W. 
B. 


Kii^ at 25. 
Queen at 3. 




20.. 


B. 


Q. Rook at 17. 

Queen takes the pawn at 2. 


- 


21. 


W. 
B. 


Queen at 61. (/) 
Q. Rook at 16. 




22. 


B. 


Fifth pawn at 37. 
Seventh pawn at 54. 





Notes. 

{e) With the intention of afterwards dislodging his K, 
Knight) which you might also have done by advancing your 
fifth pawn, but in the latter case, his knight would have ad- 
vanced to 29, where, bebg well posted, he would have prov- 
ed a powerftii obstacle to your attack. This instance again 
shews the useftilness of your front pawns, for they will com- 
pel the knight to retire from the 46th square, unable to make 
any redstance during the remainder of the game. 

(/) To force his seventh pawn to advance against your 
^ueen which will enable you to attack with your eighth, and 
make an opening on his king as you wUl presently see. 
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23. ^. Queen at 34. 
£. Q. Rook at 10. 

24. fT. Eighth pawn at 61. 

B. TMrd pawn at 21.. .game being deq^erate. 

25. ff] Eighth pawn takes the pawn at £4« 
J?. Sixth pawn takes it. (g) 

26. fPl K. Rook takes the pawn at 63. 
JB. Kmg takes the rook, (k) 

27. ^ Queen gives check at 61# 
£. King where he can. 

28. fFl Queen gives check by taking the pawn^ 

and the foDowmg move check-mate* 



SECOND BACK GAME. 

BEGINNING AT THE THIRD MOTE. 

3. PT. Fifth pawn takes the pawn at 29. 
B. Fifth pawn takes the pawn at 44. 

4. /T. K. Knight at 43. . 
B. Queen takes the pawn at 29. 

N^otes. 

(g) He would not have succeeded better, by taking your 
pawn with his eighth, as you would then have placed your 
queen on the 58th square. 

(A) If he had moved his own rook to 47, instead of tak- 
ing yours, you might have withdrawn the latter to 62 and sus- 
tained it with the queen. By this, the game might have been 
protracted two or three moves, But the result would still have 
been the same. 



J 



^Second Batk GtmeJ^ 
&. W: Fourth pawn at 28. 

B. Queen gives check at 36* . 

6. W. King at 42. ^ 

B. K. Bishop at 394 {a) 

7. W. K. Bishop at 27. 
B. Queen at 22» 

8. W. Q. Bishop takes the pawn at 44. 
jff. Q. Bishop at^ 38. 

9. /T. Queen at 34. 
B. Queen at 31. 

10. W. Third pawn at 20. 
J9. Third pawn at 22. 

11. W. Q. Knight at 19. 
B. K. Knight at 46. 

12. W. Eighth pawn at 59. 

B. Kmg castles at 56. Rook at 48* 

13. W. Seymth pawn at 52. 
B. K. Bishop at 30. ' 

14. W. K. Knight at 37. 

B. Bishop takes the knight. 

Note. 

(a) If he had not ttius covered his king, but had still left 
Ms queen at 36, there would hare been a great risk of losing 
her, or the game soon after, for you would have ^ven check 
with your bishop \ and your K. Rook would afterwards have 
attacked the queen. 
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ISecond BacX Game.'] 

15. JF. Fourtib pawn takes the bishop at 37. (b) 
B. la. Knight at 40. 

16. fF. Q. Rook at 25. 
B. Queen afc 39. 

17. fF. Seventh pawn at 53. 
B. Q. Knight at 31. 

18. JF. Queen at 61. {c) 
B. Sevmdi pawn at 54. 

19. fF. Queen at 62. 

B. Queen ^ves check at 21. 

20. JF. King at 51. 

B. Q. Knight takes the pawn at 37. 

21. TF. Knight at 36. 

B. Queen at 28. ' {d) 

22. fF. Knight gives check at 46. 
B. K. Kmght takes the knight. 

23. IF. Seventh pawn takes the knight at 46. 
B. Loses the game. 

Notes. 

(5) To ferce his knight to retreat, as he cannot advance 
it The bishop could not have effected this purpose. 

(r) The note at letter (/) in the first back game of this 
gaxabit will explain the present move. 

(<f) If he had moved his queen otherwisei you would 
have captured his knight^ and consequently won the game. 
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THIRD BACK GAME. 

BEOINNINQ AT THE ELEVENTH MOVE. 

11. JF. K. Bishop at 27. 

JB. King castles at 24. Rook at 32. 

12. fF. K. Rook at 33. 

JB. Queen retires to 48. {a) 

13. fF. Queen at 4. 
• B. King at 16. 

14. fF. Q. Bishc^ at 35. 

B. Thiid pawn at 21. {b) 

15. TF. Fourth pawn at 29. 
B. Q. Bishop at 52. 

16. TF. Second pawn at 12. 

B. Bishop takes the knight at 43# 

17. JF. Seventh pawn takes the bishop at 43. 
B. Q. Rook at 24* {c) 

18. fF. Knight at 13. 
B. First pawn at 6^ 

Notes. 

(a) To avoid the loss of one of his principd (necesy which 
must have happened by advancing your fourth pawn upon his 
Q. Bishop. 

{b) If he had attacked your queen with his Q. Knight» 
she would have retreated to 11, and then your first pawn 
might have been advanced to dislodge his knight. 

(r) The game being well conducted on both sides, it must 
terminate in your favour, the situation of the pieces being 
such that he cannot avoid losing it. 



lao 




TfiiaO GAMBIT. 




19. 


B. 


[Third Back G^mt.l 
Km^t takes the bishop at 30. 
Queen takes the knight. 


\ 


20. 


B. 


Q. Rook at 9^ 
Q. Knight at 37. 




21. 


B. 


K. Bishop at 34. 
K. Knight at 31. 




22. 


B. 


Queen at 5. 

Queen ^ves check at 54, 




23. 


W. 
B. 


Kir^ at 57. 
Queen at 30. 




24, 


W. 
B, 


Second pawn takes the pawn at 21. 
K. Kmght take9 the pawn^ 


{^ 


25. 


W. 
B. 


Q. Rook at 14. 
Queen at 48. 




26. 


W. 
B. 


K. Rook at 9. 
Q. Knight at 31. 




27. 


B. 


Q. Rook takes the pawn at 6. 
K. Kmght takes the rook. 




28. 


W, 
B. 


Queen takes the knight at 6. 
Q. Rook at 23. 




29. 


fr. 

B. 


Fourth pawn at 30. 
Loses the galiie. 




(<0 Whaterer his move m^ht have been, this should still 
have been yours. If he had taken your pawn with his, you 

your rooks by pladng the other at 9. . 
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WltH TWO BACfc GAMX*; 

i. fFhiu^ Fifth pawn at 36i 
Slack. Fifth p^wn at Sl 

2, fF. Sixth pawn at 44. 

£k Fifth pawn takes the pawn at 44^ 

3. JFi. K. Knight at 43^ ^ 
£k iL !&ishbp at 39; 

4i /T. K. Bishop at 20. 

j?4 Kb Bishop ^ves check at 60* 

5* ^ Seventh pawn at 51. 
JB. Fifth pawn takes it. 

^. ^. King csusdes at 49. ftook at 41. 

JBi Fifth j^wh takes the pawn at 58, ^ving 
dheck. 

7. TiK King it 574 

B. K; Bishop at 46^ (i^) «C« 

,«. Jf. Fifth pawn at 57; ^ 

J7« Fourth pawn at 29\ 

Itj" 7%ejh'8t tack gme tomnt&fuceiat the ith mpe. 

(a) If he had moved hid bishop to No. 39, the game woiild 
haVft been yours m a few loioves, as will be ptoved in the first 
back gaine» beg^tung at this s«veaUi move. 
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9. W. FiahpeWfi tt)^e|Itii«t)i^ at*46. {b) 

^'.'J^' ^¥.ta^ ^W^: ..... 

10. fr, K.I^s^^ll^,,,,_., 
B. Q. Bishop at 38. 

11. W. Foui* pawn^at'Sr.-; f<:) .£3t'^ . ' •■ 
A Eighth pa\v^-at''6^. I t^) -"^ • 

i2. W. 9. Bishop.at 44/ "••• • ■ ' ' ,.' 
^; .thiitlp&wiiar'il '''■•■ ' ■ ■'• 

13; W, Q. Bishop takes 'die' Wvyia aC58: : '"" 
B. Q. Knight at'^^SS^." 'i*^ 

14. fT. Q. Knight. at- 26;!= *i;' •.. -.'^ '' 
^. K; knight at* 52.- • '^ej ' "■ -'^- 

* . . ' ■ . ' ' • • 

^d* The second back ga^me^ commences at.tl^ 11^ tnoruji. 

. (*) , By exchgDging tbip jbAahSop^lb^^^ pYI^ tt^ee iia;^^^) he 
npiay^ with good management, obtain the vy^toi^^. The strength 
of his pawns, provided he be cautious 'in ]pushing them for- 
ward, and keep them well sustained ^^iv^ e^^ll^ iuiS^^to ypn 
the game, wh^ibever 3^uv ma]r 4? Jf} p??ii?^H^ H* > 

(c) If thi^ pawn had been advanced two squares, his 
knights would have had a fpee-^sitrj^ ^iiito; yoiir^ani^"* whifch 
would have soon decided the conttfsU 'fi{ttifi(«liul«s thisLclearer, 
it vdll be the subject of a back game, beginning at this elev- 
enth move. 

(flQ This is a move of gpheat "consequence to him, inas- 
much « ii .hiniera .yftUJ! Qs. BJfthogvfcom ^t^gfeing-WiS K. 
Kpight, and sepai:9,tin*g hi,s pawn^, . bj; excjiapging. j;jDur rook 
fcr giie. of' his knights, wbith would have turned tlie Ativan* 
tag« of the game m your favomv 

{e) To take your Q. Bishog, \)yhich 'would proved very 
troublesome to him, if he should castle on his q^feen's side. 



15. 

16. 

17. fF. Queen takes ibH- qpiQW.flt W (^. 

18. 

19. 

20. 



B. 


Queen at 34. S^).-. ■:.■ ■'•. .H 
Knight takot Hthss: \Mns^ Iftt ^ 


B. 


Queen t»kes.(iie :kiv|^ at HT^ 
Queen at 16. J^g) . A. » 


W. 
B. 


Queen takes ttx^ ^Q9».i|t 1^. | 
Rook takes the.q«e«Bt ,■ , . ; 


W, 
B. 


Q. Rook at 33. / : -. ... i"! 
King at SU. . ? . 


W. 
B. 


K. Knight gives ch§©k at-ST/l 
Knight takes. JJie-linig^ :.; 


fF. 
B. 


Q. Rook takes .ttelini|;hC!at '37- 
King.at 30.r: ; ;: ' ^ 


* 





It .is proper to observe again, thai ttieii llilEr stSfcgt&W yQG£ 
game rests x>n your pawns^^'^ou s^io^Jd cap^re j^ur f^versa- 
Ty's bishops as early as possible, because their, pow^r^ to ob*- 
struct the progress ofye^if 'paf*frSB-1^%ntifefr^ree^r tiiah e^^ 
that of the rooks. . I » - • 

(/) Not knowing how ^ prevent the* los^ .of roqj* bi^- 
op without incurring a greater, you no'v^ puttKe, queen at 34, 
in order to guard the bishoj) fftf if yoii- had placed IfiB bish- 
op at 44 to prevent the knightV checking your queen and 
rook, he would have . advanced Ins seventh pawn upon the 
I^MmIpi flmf jrmr woruiil hinre toft Ifeir gftittc^ iiinvfe^tily. \') 

: (i^ .The? quceir wdtiM haTe:befeh'tafei*ipfed^«ftj8:wftief#eW?,' 
therefore, he .offiailb a& «Ddiaiigef thftt (if yOil €e§llft(iy <^''' 
nu^*a4v^^^ 30| w^rfe^htt^'wowlit.be (wiien fjotfr ^tien 
r«EiQ«e^fK)t ^B^jr-safc^ bof eaetreirieiy w^l iiifiidtiKh ^ » : \ 

<A) If you de<^me taking' his ^necn, your (jfcare ittff W^ 
in a still worse condition. ^ " ' ' i :. :' 
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yOirtTK 'CAMBST, 


?1. 


fr. 


K. R^k at S3. 




B. 


8ee(»d paivn tt 13, 


?2. 


m 


Third pami at 19, 




B. 


Q. Rook at 40. 


S3. 


m 


First pawn at 4. 




B. 


First pawn at 6, 


^. 


IV. 


Knight at 43. 




B, 


Seventh pawn at 5|k 


95. 


w. 


King at SO. 




B, 


Sxd^ pawn at 46. {t) 


?6. 


w. 


Q. RoQk at 34. 




B. 


£i§^ pawn at 61. 


27. 


w. 


Fitst pawn tdces the pawn at 13, 




B. 


lirst pawn takes ihe pawn at 13, 


98. 


m 


K. Rook at 1. > 




B. 


Q. Rook at «. (/i) 


8», 


w. 


K. Rook retipns to ^3. 




B. 


Bish(^ at 31. 


30. 


w. 


Fourth pawn at 28. 




^\ 


Third pawq at S?0. 
Notes, 



(0 If he had advaneei tiiis paivn two sqiurrt% you night 
thiA bftTO taken his fourth pawn with your Ushopi which 
would have put your game in a better rondkion. 

ik) Yoi| should always endeavour to hinder your ad^r- 
Btcy from douUing his ro6k% pardculariy when there is an 
opening made in the game. For the same reasfon, he now 
pflBtrs an exchange. 



S^tfRTB GAMBIA tSS 

SI, fF: Bishop at 18. 

£. Eigfadi pawn at 60« (0 

32. ^. K. Rook at 57. 

jB. K. Rook at 61. (m) 

33. ^ Second pawn at 11. 
£. Q. Rook at 64. . 

34. fT, Second pawn at 12. 
£, Seventh pawn at 52. 

35., ^.Knight at 26. 
B. K. Rook at 53. 

36. fT. K. Rook at 41. 

J?. Seventh pawn at 51. 

37. ^. Bxxk gives check, l^ taldng the pawn at 46^ 
JB. King at 23. 

38. fT. K. Rook at 54. 

j9, Eighth pawn g^ves check at 59. 

59. fF. . King at 49. . . ^ 

£. Seventh pa^vn at 50. 

40. fF. Rock t2kcs the rook at 53. 

£. Eighth pawn gives dheck at 58. 

JTotes. 

(/) Intend^ig tQ advance bis sevendi pawn upon your 
knight in order to dislodge hun^ but if he had, previous to 
^s, advanced the same panvn, your knight, taking post at 60, 
would have stopped all his pawns. - 

(m) Qiving check inith the eighth pawn, instead pf this 
move would have been bad play, and contrary to the instruc- 
tions contained in the first game. Se^ note (x) of that game. 
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41. fK King takes the pgwp st (fiOr f^ 

-ff. Eighth(\)>a\i«n(^aiiv»ew itai^ufccn.W 57, 
giving check* - ~ r 

42. ^. King at ^fSi) .: . . . 

jB. Rook gives phegk at 48|r ,^ 

43. /5r. King at 35. .:;.;:. j) .\ 
j&. Queen give^ f^^^^ ^^ A9.f. i 

44. Pf^. Knight covfitt ther tctock: rat 4^, / . 

jff. Queen takes the Jknight^r and. aftai^ds. 
the rook, and in tworinoves^ mom- gives 

CHECK-MATE. 

: ,;^^ ITXRST ;|LVCK GAMSL ' ..;_ ; -'v 

BEGINNING AT THE SETENlia MQt)|. .V 

7. PT. King at 57. • ,, ; ^r ; : 
^. ; Bishop, at; 39-.,^ ;/ a A. 

8. /ST. K. Bishop gives check, taking 4? P?Wi at 47., 
jff. King takesf the. bishop^ , . ic*; '. . 

9. ^. K. Knijght at 37, giving Smiflc (*eck/ 
-ff. King at 38;. any where ;ie)se he loses the 

queen. 

10. JfK Queen gives check at 52. 
• : J : &.= Kiftgr trises Ai bright? aT 37; 

ti. ' /]!^. ^ueeii, gives 6heck at 45. „ ] , 

jS. King at 30. '' / - ■[' .^ 

m ff: Queen 'give^ckEdK-MATTE' at 29( 

IC7*, yariation of the Bt/i mQv<# ' 
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VARIATION OF tilt FIRST 'back; -GA^, . 

IN CASE YOUB ADY^ESAILV DSCX<IN£» .TAiKl^Qt. , TOU|k BISHOP 

AT THE EIGHTH MOvi. 

• , . • .■ . . . . ' - ^ 

8. fT. k. Bishop takes -ifeep^ ^ 47,',^ving 

check. , , . ..., ' . 

^, King at 48» . ', " 

9. ^ 15;^ Knight at 37. . 

B. k: knight at 46,. . *;; *■ 

10. fr. K,. Bishop at U. \ 

. ^1 Quefea at 46.. ' ' .". 

i.:^/ ,^: , K. ..KoBii^t .at W : ' • 
£. Rook at 56. 

12. fr. FifUi pawn at_37. 
£. Fourth pawn at 29. 

13. ^. Fifflijpawn takes' jiie Xnight at 46. 

B. Seventh pawn takes the wHte pawn. 

14. W. Bishop takes ttid pawii at !29,, ' , *' 
JB. Q. Bishop at 52. * • 

15. W. Queen at 33; V ' ' 
£. Q. Bishop at 61:'.- ' ^ 

16. fF. Fourth pawn at 28. • ^ • :' * ' *'^' 
B. Bishop takes ihe tni^ at '47. fA) 

17. W. Q. Bishop giv£»;check at 62. 

jB. Rook covers the check at 55. . . , , 

.:•■.■; ■.,..,•.■■ ■;>.■,■.; .■.•.•••• r) 
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[iqfr<' Back Qame:\ ^ 

18. /r. Knight at 19. 

£. Bishop takes the bislu^p at ^9^. 

19. IF. Knight takes the bidiop at 29. 
£. Queen at 47. 

20. ^. Kmgfat takes the bi^op at 39. 
£• Queen takes the knight. 

21. fF. Queen takes the queen at 39^ 
£. King takes die queen. 

22. /SP: Bishop takes the n)ok at 5^, and ha\ang 

now the superiority dt a rook, besides 
a good situation, will easify win th^ 
game. 



SECOND BACK GAME. 

fiftOXVlUNa AT THB SLSTEKTH MOTE. 

11. fF. Fourth pawn at 28. 
B. ' K. Knight at 36. 

12. W. Q. Bishop at AA. 
B. Sixth pawn at 45. 

13. JF. Q. Knight at 26. (a) 
B. Queen at 39. 

Note. 

(a) Ta tempt your adversaty to take it with his knight# 
but he declines ity because a knight sustained hj two pawns, 
li'hilst you hati^ no patvn that can attack him, is worth at 
least a rotk, i^ htomaii^ so thUiblesotaae that you wUi be 



^S^ccnd Back Gamt^\ 

14. /T. Third pawn at 20- 

B. Third pawn at 2% {b) 

15. W: Third pawn takes the pawn at 29; 
jff. Third pawn takes the white pawiu. 

16. JF. Q, Rook at 17. 
B. Q. Knight at 22. 

17. W: Q. Knight takes the knight at 36. 
B. Sixth pawn takes the knight. 

18. JF. Knight takes the pawn at 58. 

B. King castles at 56. Rook at 48. 

19. TF. Queen at 26. 

jB. Eighth pawii at 6^. 

20. JF. Q. Rook at 21. 

B. Q. Rook at 32. ' 

21. fF. K. Bishop at 4. 

B. Seventh pawn at 53. 

22. JF. Q. Bishop at S$. 

B. Rook takes flxe rook at 41. 

Notes. 

forced to take him, In whicb- case, your adversary's . pawns 
unite, and one of them will hecome a queen, or cost you a 
valuable piece. 

(d) Taking yoiur pawn Would ftave ditniliished the ati'engfh 
of his game, because the knight would have lost one^ of his 
supporters ;-— besides his knight must have retired to sustain 
the pawn at 4^. 
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rOWRTH GAM»ir. 


23. 


B. 


\8ectmd Back Qamt^^ 

Knight takes the nx* at 41. 
Queen at 30. 


24. 


W. 
B, 


Queen at 58. 1 
King at 55. ' 


25. 


B. 


Queen takes the queen at 30* 
Rook takes the queen^ 


26. 


B, 


First pawn at 3. 
King at 54. 


27. 


B, 


Second pawn at 12. 
Eighth pawn at 61. 


28. 


B. 


Second pawn at 13. 
Knight at 39. 


29. 


B^ 


Rook at 23. 
Rook at 31. 


30. 


B, 


Rook takesthe rook at 31; if not the »• 

suit will be the same. 
Bishop takes the rook* 


31. 


W. 
B. 


King at 50. 
Eighth pawn at 60. 



32. W. Q. Bishop at 42. 
B. King at 61. 

33. W. K. Bishop gives check at 25. 
B. Bishop covers the check at 52. 

34. W. Bishop takes the bishop at 52^ 
B^ King takes the bishop. 



TOirSTH . GAMBIT. 
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55. 


B, 


36. 


B. 


57. 


B. 


^8. 


B. 


39. 


B. 


40. 


B. 



[5<rc(WKf . Back Qame .} ' 
Kni^t ^y^ check at 3t5. 
King at 44. 

King at 59. 
King at 43. 

Knight at 52. 
Knight at 45. 

Bishop at 49. 
Sixth pawB at 35. 

Finst pawn at 4. 
Sixth paivn at 34. 

Bishpp at 42. 

Knight takes tibe pawn at 28^; and fini^ 
wins the game. 

PHILIDOE's OBSERYATION on CyN;[|^QHA]i('s GAMBIT. 

^ I have already shewn that the attack of this gambit is 
very imperfect, as the defence^.if tolerably conducted) nuis£ 
-win. Three pawns, well managed, cannot be less than equiv- 
alent to a principal piece. But the sure way to succeed is 
to remove your king to his own bishop's square, when the 
first check is given by the adverse bishop, instead of pushing 
forward the pawn as Cumngham directs?' 

L W. FifBi pawn at 36. 
B. Fifth pawn at 37. 

2. W* Sixth pawn at 44. 

B. Fifth pawn takes the pawn. 

3. W. K. Knight at 43. 
B. K. Bishop at 39. 



1J3 jrOOTRTK GUltSXTw: 

4. ^ K. Biahop^t 20. 



* 'j 



jB. Bishop ^ves check at. 60v, 

5. ^. King at 41. (a) * ' 
J3. Fourth pawn at 30. 

6. fT. Fourth pawn at 28, 
j5. Queen at 46, 

7. ^. Fifth pawn at 37. 

B, Fourth pawn .tdcffif .Ifee jpaSKi, 

8. fT. Fourth pawn takes the pawn at 37* 
j5, Queen at 39. • j ^ 

9. fr. Q. Bishop takes Ae p^^^ at 44. 
if, Q. Bishop at 52. 

10. ^. Q. Kni^t at 19. 

;J?: Thirf pawn 



11. ^^ 



Q. Kni^t at 36; 
Loses the gatne^ 



(a) Placing your king at 41 rtin^^f^;, jU impoftsibte b^ 
your adversary to save his fifth pawn, which will still be in 
your power, and preserve your attack on him* 



J 



QUaSE^S OAMBIT, 

OR, GAMBIT OF ALEPPO. 

II^ITH SIX. 3ACX dA|fEB« 

1. PTAite. Fourth pawn at 28, • ' ^ 
Mlack. Fourth pawn at 29^ ' 

2. fr. Thirf pawn at 20. 
-5* Fourth pawn takes it. 

3. fr. Fifth pawn at 36. (a) «C* 
J3, ¥mh pawn at 37. (*) ^ 

^ Notes. 

tCT*^ JFirst and Mccowf back game* cmmence^ at the ^ mm>c^ 

(a) The first back gam^ will sh^w Uia,t pushiug this pawn, 
but one square, would ^iv« your ady^rgaty the opportunity, of, 
coofmng your Q. Bisbqp during half. th^. game a& least. It 
ia true, a certjj^'^ author, (otherwise a ^jdod pby^Jj and par-, 
ti'cularly pleased i^th this gambit,) advises the player of this, 
]^vn to move it one square oiUy ; however, he and others 
may now be eonvincedi that advancing it two sq^uares is bet- 
ter, for though an indifferent player might not be able to per- 
ceive the error, th^s will not justify the move. 

ib) If he h«i' wftained the pawn at 30, wmsA of mov- 
ing this, he would havelofiil the game, Tbe aecond bad; 
ga^ne will demonstrate this. But if he had neither advanced 
this pawn, npr itttacked your fourth, your M«t play wouW. 
tbj^n hgve been to advance your sixth p*wn t^w squates, by 
•which you would have put your game into the bert possible 
fsltiiatioii^ having three pawn^ in a front Ime. 
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4. fTs Fourth pawn at 29. {c) ^ 
B. Sixth pawn at 45. {dy 

5. fF. Q. Knight at 19. 

B. K. Knight at 46. : . 

6. fF. Sixth pf^wn at 43. 
B. K. Bishop at 21. 

7. ^. Q. Knight ait 4. (^) ^ 

.9. K. Bishop ^es the kni^t at 49. (/) 

8. fF. K. Book takes the bishop at 49.. 

J?. Kingcastles at 56. Rook at 48.. {g) ^a 

Notes. 

fcy^ The third bqck game commences at the 4th move. 

^d* The fourth hack game commences at the 7th mcrve. 

|Q» The ffth hack game commences at the Sth morue. 

(c) . If you had taken his pawn at 37, besides the disad- 
vantage of doubling your pawns, you Would have lost the at- 
tack, which will appear by the third back game. 

(id) Whatever you might have played, this should still 
have been his move, us it procure^ to his pieces full libertjr 
to act. 

(0 If you take the pawn at 20 "vdth yout K. Bishop, in- 
stead of attacking his K. Bishop with your knight, the con- 
sequence will be the loss of the game, as you may perceive 
in the fourth back game. 

(/) If his bishop had advanced to 28, two moves of your 
i. Knight would have captured him. 

{g) li, instead of castling, he had supported his pawn at 
90 with his second pawn, he would have lost the gam^, as 
will be shewn in the fifth back game. But supposing he 
chose to take your fifth pawn with his sixth, you would have 
taken the latter with your «dxth. If his knight then tool^ 
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B. 


Q. Kni^t at 19. 

Sixth pawn takes the pawn at 36. 




W. 
B. 


K. Bishop takes the pawn at 20. {h) 
Sixth pawn takes the pAwn at 43. 


•£1 


W. 
B. 


Seventh pa<m takes thd pawn at 43. 
Q. Bishop at 45. 


(^ 


W. 
B. 


Q. Bishop at 35. 
Q. Knight at 31. 




W. 


Queen at 26. 


• 


B. 


Q. Knight at 14. 




B. 


Q. Bishop takes the knight at 14. 
First pawn takes the bi^op. 




W. 


Kii^ castles at 17. Rook at 25. 


r - 


B. 


King at 64. 




W. 


K. Rook at 53. 




B, 


Seventh pawn at 54, 





9. 

10. 
11. 
12. 
13. 
14. 
15. 
16. 



Notes. 

|C?* 3^ fixth bach game commencei at the lOth move. ^ 

your sixth pawn^ yoiir queen would give check at 61> and af* 
terwards take his pawn at 37) and win the game} as may ea* 
sily be seen by playing over these moves. 

(A) This mtrve requires a back game, to shew the con- 
sequence of taking his sixth . pawn with your sixths in the 
present position of ^e pieces. 

(0 By this capture you make an opening for your rook) 
while the pawn not only strengthens^ the king's guard, but 
stops the progress of your adversary's knight, and though he 
has more pawns than you have, your game is in a better situ* 
ation than hi». 
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17. fT. Queen at 35, / . 

£, Queen at 30- 

je. ^ Knigl^ at 36. 

J3. Bisho]^ takes the knight 

19. fF. Seventh jpawn takes the bishop at 36. 
£. K. Rook at 40. 

20. PT. King at 9. 
B. Queen at 21. 

21. Wl Queen takes the queen at ^1. 
£. Fiist pawn takes the queen* 

22. fT. Q. Hook at 33. 
B. King at '55. 

23. fFl King at 18. 

B. Eighth pawn at 62. 

24. fT. K. Rook at 51. 
B. Knight at .61. 

25. /T. K. Rook at 11. 

B. Second pawn at 14. 

26. PK Fourth pawn at 50 to niake an opening 
' for rock and bishop. 

B. Third J)awn takes the pawp at 30. 

27. Jf^. K. Book takes the pawn at 14. 
B. Q. Rdek at 32. 

28. : JF. Q. Rook at 25. 

JS. ' Kiright at 46. 

29. TF. K. Rook gires check at 15. 
B. King retires to 64. 



I 
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tb. W. Bii^op a£ 29, t£if obstruct; his. ^wns. 
B\. Knight takes the faiiAqp. 

31. m Q. Rook lakes thekmght at 29. : 
J7v K. Rook a£ 4& 

32. ;5r. Q. Rook at 26. . 
B^ K« Rookat 44ii 

33. W<, Q. Rook at ^4» .:,! 
A third pawn at 2dv . . \ 

84^ ^. Seventh paWti takes the pawst Ht 3% .: : 
B. Q. Ro(^ takes the.udiile {tifMi ; 

35* ^ K. jRi»fcafr3flt 

^k Seventh pa¥» a| 5$». Bc|^ t^ ^^V^tidno 
ing his pawm . , 

56. ^ K. Rook takvd <|ie p»!«m. ;tl!^. 
iSk Q. Rook takes the K. Rook^ 

57. /T. Rook takes Hl^ roak «i 9^ 
B. Rook i^veg <^k at 42^ 

38. W. Kmg at 19* 

B, Rook takes the pavm at 58,. 

89. W^ First pawn at 4. (>fr) 
^. . Seventh pawn at 52. . 

Note^ 

\li\ V<>& wi^qjii |u^« Jfost flte g^oe I7 t^ng las pmrn 
ttt 31 vith your rook, because youc king would bare obstruct* 
cd ]r««iv. iwol^ in co|3aing t» stop b^s seventh pp^n).- Thii triU 
H 4^«M^}* «9«i ^ ^y^Qff over t))ese moves, 

8 ' 
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40. 




First pawn at 5.> - 
Seventh pawn at SL 




41. 




.'JRook at 33. 
Seventh pawn at 50. 


• ■ 


42. 




Rook at 49. 

Rook gives check at 59. '. 


, 


43. 


W. 
B. 


King at 520. 
Rook at 51. - . 


•j ... 


44. 


B. 


FJKst- pawit at B« ■ . : 
Rook at' 55. '.:■. vi 




45. 


B. ' 


King takes' the paxrti at 21; 
]£ig^ pawn at 6t. ' 


^•>' ■ , 


46. 


B. 


King at 14. - ' 
Eighth p»f«n at 60. ' 


•- • » . ,• J 


47. 


B. 


Fist pawn at 7. "' ' 
Rook takes- it. (/) 




48. 


W. 
B. 


Rook takes {tie pawn at 50. 
Rook at 63. 


(m> 


49. 


B. 


Second pawn Jrt 12. 
Eighth pawn at 59. 


' 


50. 


B. 


Rook at 5ff. 
King at 55. 

Notes. 




(0 If lus rook had not taken jouf pawn, your rook wonld 
have taken his pawn, and won the game. 

(m) This is better than taking his rook. In the latter case 
jrou would have lost the game, as f ou will perceive by playing 
over the last movesv 
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hi. W. Second pai^ at li • 
B. King at 54. 

-52. ^. King at 22; 
^, King at 53. 

SiZ. W. Second pawn at 14. 
B. King at 52. - 

54. W. Second pawn at 15- 

B. Rook takes it. ' . 

This must necessarily *be a drawn game hf advancing, his 
lung i^ainst your rooky because the latter i^l certainly be 
lost, if you capture his pawn. 



FIRST BACK GAME. 

BKOINMIKO AT TBB THIRD |fOVE. 

3. IV. Fifth pawn at 35^ 

B. Sixth pa^vn ^t 45. (^j 

4. W. K. Bishq) stakes the .p£|wn ^t 2Q, 
B. Fifth pawn at 38. 

5. W. -Sixth pawn at 43. 

A K. Knight at 46. ip) 

6. W. Q. Knight at 19. 

B. Third paAVTi ^t 21. {c) 

Notes. 

/(a) Advancing your fifth pawn two squares would havi» 
t)een better, because, as you perceive, his pawn at 45 now pro . 
I^H^Qts the union of your fourth said filth pawns In front. 

JJ>) To hinder the junction of your pawns. ' 

{c) For tlie same purpose. 
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7. JF. K. Knight at 34/ ... 
B. Q. Knight at 22. 

8. fF. King castles at 49. Book «t 41. 
^. Seventh pawn at 53. <^) : 

9. /jP^ Foqrth pawn takes &e . povm at 21. {e) 
B. Queen take^ the queen at 25. 

10. fF. K. KoQk takes the cpeen ^25. 
j?» K. Bisbqp t^Qs the pawn «t 2L, 

il. ^^ K. Knight at 218. 
B. King at 39. 

12* fF. Q- Knight at 4, 
^. K. Bi^ at 30. 

13. fF. K. Knight takes Ae knijght at 22, 
B. SecQud pawxi tak^s ^ ksiight. 

14. JF. Si3Qtli pawn' at 44. (/) 
B. Eighth |>a^M ^t ^, 

{d) Hb object being to separate jour 8tiiDn^;est pa^vms, 
he advances this, in order to attack your fifth pawn with his 
luxth) if necessary. 

(0 If this pawD) instead of takmg his opponent, had 
passed by him, his Q. Knight would have attacked your K^ 
Bishop, and forced you to give check at 13. In this casct 
bis king would have removed tQ 47 and gained both the move, 
«nd a good ^tuation. 

(/) This pawn is placed here to prevent yottr adveriftry'* 
Ihree pawns from forming themselves in a fto&t ^e, "wbich, 
Fpuld have been dpne by advancing his fifth. 
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15. fFi Q. Bishop at 26, 

£, Knight at ?9. . . 

16. fFl Seventh pawn at 51. 
JB. q. Bishc^ at 31. : 

J7. fTf King at 42, 

£. jSecond pawnat 21. . 

18. PT, Knight at 19. . 
£, Q, Bishop at 22, 

19. fF. Knight ta]kes the kni^iat SO. 
£f fiSiti pawn takes the k^i^bt^ 

20. fT. K, Bishop at 34, 

JB, Q, RoQk at 56. 

^1, PF; Q. Bishop at 19. 

JB. Seventh pawn t»bes tlie pawn at 44. 

2S, fT. Bishop takes the rook at 64. . '^ . 
j9, 3eyenth pawn takes the pawn^at Srfih...gir^ 
ing check, {g) 

$23, fTf Kfnjg takes the pawn at 35. 
^, Rook takes the bishop) at 64. 

Note, 
(g) If four seventh pawn had taken his jKfc 44, ^is fiMi 
would have attaieked your bishop ; then.hb n>Qk> eostained 
by his Q. ^shop would have given you check, and entered 
your game. The same thing would have happened, if your 
^fth pawn had taken his at 44. This would have improved 
Ids ^gasne, because one of his pawns b^ng pasaed.beyoiyi ob-». 
fliruttion by his equals, iHill. infisiltifaiy .cost, you « prindpal jkc^ 
IDT^become a queen. 



IJh'Mt Back. Chime.} 

24. ff^. K. Bishop at 43- . 

jB. King at 38 . . 

25. JF. K. Rook -at 26. . \ *. 
A Fifth pawn ^vies check at 28. 

26. ^. King at 42. 

jff. Q. Bishop at 36. 

27. /r. Q. Rook at 33. 
£. Kbg at 29. 

28. ;r. ,K: Rook at 34. 
J?. Rook at 40. 

29. /T. Seventh pawn at 52. 

£, Bishop takes the bishop at 43. 

30. fF. K. Rook takes the rook at 40. 
,J?. Sixth pawn takes the pawn at 52. 

31. Pr. Eighth pawn at 59. 

. £, Second pawn at 20. 

32. /r. K. Rook at 64; 
jP. Fifth pawn at 27. 

33. fF. King at 35. 

£. K. Bishop gives check at 21. 

34. fr. King at 44. 

J?. Fifth pawn at 26, and wins the game. (^) 

Note, 

(h) The game is purposely lost thus, to shew Ac strength 
•f two bishops against the rooks, particularly when thq king 
js situated between two pawns. But, if instea4 of employing 
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SECOND BACK GAME. 

BZGlKmKG AT THE TRIBO lCOt»# ' ' 



3. ^. Fifth pawn at 36. 
B. Second pawn- at IS* 

4. PF. First pawn at* 4. ' 

£. Third pawn at 22. ' -r* - 

.'•' ■ / -^ , . /•' " ' '* .'^ 

5. i9^ Second pawn ait 11 J 

jff. Fourth pawn iakes it. {a) *. ' . 

6. ^ First pawn takes the pawn at 13# * 
J?» Third pawn takes it. ' . : 

7. i5PI K. Bishop tak^s the pa^vn arid gives check 

at 13. ' ; 

j9. Q. Bishop covers the check at 31. 

8. fn Queen takes the pawn at II. 

J?. Q. Bishop takes the bishop at 13. 

9. fFl Queen gives check by taking &e bishop 

at 13. 
-S. Queen covers the check at 31. 

JVotes. 
your rooks in a predatory >var on his paumS) you had) at the 
Slst move^ put your rook on the 32d square ; ajt the 32d 
move brought the other rook to 39 ,; aod at the 33d move 
exchanged your rook for his K. Bishop ; the result would 
h^ve been a drawn game. 

. (a) In the attacks of the queen's gambits it is of the 
same importance to break the line of your adversary's pawns 
on the queen's side, as it is in the king's gambitSi to break 
them on the king's side% 



lSdC0nd Bach GmtUt * 
lO. ^ Queen takes the ^Lceen at Sl^ 
jff. Q^ Knight takes the queen. 

li. ^. Sixth pawn af 44. 
£^ Fifth pawn tt 38. 

12. ^. King at 34. 

^. Sixth pa*ra at 45. (^) 

13. fT. Fifth j^wrf at 37. 
A , K. Knight at 39» 

14. PT. Q. Knight at 19. 

- r^4 J^. Knight at 29. 

15. ^. Q. Knight takes the kmglit at 2^* 
jBi fmi p0iim takes &e kni^ 

16. pr* Q. Bidiop at 3. 

j9« it; Bi^op takes die byiop* 

J^otes. 

(6) Thi8.k done 16 ferce your fifth paiim t<i advaate, and 
leave behind his comrade No. 4, which will then become of' 
little use. See note (/) on tiie tiiird game. 

IkP^fP^yyaa cidiiibt avoid it, and yoar object nmat mi^ 
be^ wil3i thii: hfelp df your pnbdpal {deces, to exchange youi* 
foutl^ piKWh fbr his fifths and by this means open a passc^ 
for your if^* 

(c) To extricate himself from the diftculties of his prcs* 
ent aitttatton^ ht proposes an exchange of knights, tJM>ugh by 
this mbve he separates his pawns, because you wiH dtiberwiso 
take bis first paWn by posting your knight at the 13dt Aqttatq^ 
as you may easily perceive* 



f^tZM^S 6AKUt% 14S 

17. fF. Q. Rook takes the Inshop at 3. 
B. King at 39. 

18. 0: King at 43. • 
B. K. Rook at 16. 

19. ^. Kirig^t at 34. 
B. King at 38. • 

20. ^. K. Rook at }. 
B, K. Rook at 15. 

21. H^. Q. Ro(^ ^ves check at 6. 

B, Knig^ covers- the check at 14. 

22. m K. Rook at 5i 

B. Seventh pavm at 54. 

23. fT. Knight at 19. 
B. Q. Rook at 32. 

24. W. Q. Rook takes the {>aiim at 7. 
B. K. Rook takes tibe n>ok at 7. 

25. fF. K. Rook takes the rook at 7, {d) ad 

having the superiority of a pawn, besides 
a pawn passed, wUch annxints to « 
principal piece, can easily win the game. 

((OIPTIus back game demonstrateSi that a paim when 
separated from his comrades is of fittle vahie. ■> 

T 



146 qiTEEN'S GAKBIT. 

THIRD BACK GAME. 

BBOimnNO AT TBB FOVRTH HOTJE. 

4. W. Foiirth pawn takes the pawn at 37* 

B. Queen takes Ae queen at 25, ^ing check. 

5. W. King takes the queen at 25. 
B, Q. Bishop at 38. 

6. W, SixA p^wn at 44. 
B. Seventh pawn at 54. 

7. W. Q. Knight at 19. 
B* Q. Kn^ht at 31. 

8. W. Eighth pawn at 59. 
B. Eighdi payv at 61. 

9. W. Q. Bishop at 35.. 

B. Ki]% casdes at 24. Rode at 32. 

10. W. King at 18. 

B. K. Bishop at 21. 

11. W. Q. Bishop takes the bi^bop at 21. 
B, Q. Kmght takes the bi^(^ 

12. W. ' K. Knight at 43. 
B. Tluid pawn at 22. 

IS. fT. K. Kni^t at 53. 
B. Second pawn at 13. 

14. PT. K. Bishop at 34. 
B. K. Knight at 39. 
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iTKrd Buck Qmne^ 

15. /T. Kn^ takes the bishop at 38. 
B. Sixth pa\m takes the kiug^t. 

16. fT. First pawn at 4. 
JB. Q. Knight at II. 

17. fF. Q. Rook at 2. 

B. First pawn at 6. ' ° 

18. ^ First pawn takes tiie pawn at. 15. 
B. First pawn takes the white pawn. 

19. /P: Q. Rook ^ves check at 8. ' ' ' 
B. King at 15. 

SO, W, Ropk takes the rook at 32. 

B. K. Rook tsdces Ihe white rook. 

21. W. K. RcKjk at 25r 

B. Q. Knight gives check at 28. 

22. W. King at ,9. 
B. King at 14. 

23. W, Seventh pawn at 52. 

B. Eighth {»wn t^^es the \(rhite pawn. 

524. W. Eighth pawn takes Ihe pawn at $%. 

B, Third pavijn at 2J. 

^5. JF, E^hth pawn at 53. 

-ff. K. Knight at 22. 

26. -^ Bishop at 52. 

B. First lawn at 12. 
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37. fT. Ksaigtt tf 34. 

£» K« Kij^hc at •$* 

28. fT Knight takes tbe kps^ at S9. . 

^. Third pawn takos die kn^» 

99. ^ Bishc^ takes the pswii at 38. 

B. King at 21. 

30. ^ Sixth pwn at 45, 
A TTurd pawn at 27. 

31. ^, SUxth pawn takes the pawn at 54, 

B, Knight at %l. ' " 

I 

82. ^ Sixth pawn at 55, 

J?, Rook at 8, to give dheck^vinate. 

33. fF^ Rook takes the pawn at 27. 

JS^ Rook gives check at 1. 

S4. J^ King has but one place, 18, 

^«r Book g^ves cH£CK-^ATE St 17: 



FOURtH BACK GAME- 

BXOIHXYNG AT THE ^TSI^TH 1C6VZ. 

7t IT. K. Bishop takes tlie pawn at 20. 
B. Sixth pawn takes ihe pawn at 36. 

8. fr. * Sixth pawn tak^ the pawn at 36, 
B. K. Knight at 52« 

9. H^. K. Knight at 59. 

Bf ^een ^ives die<d( at ^t 
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10. w. Klqgatae. 

11. ;^ Queen at S4. . 
A Q. Bisbcp at 52., , , 

12. fK Queen at 27. ^ . : 
J&. K. Knight takes the pavm at 50..V (a) 

13. /r. K. Knight at 49. 

B, Queen ^ves dieck at 33. 

14. JK King retires to 18. 

B, K. Bishop takes the knight at 4£>{ and 
will easily win the game. 

FIFTH BACK GAME. 

BBGINKIVG AT TBS VIGBTB HOTS. * - 

B, W. Rook takes the bishop at 49. 
■B, Sepcnd pawn at 13. 

% W, Knight at 21. 

B, King castles at 56. Rook «t 4& 

10. W, First pawn at 4. 
B. Q, Knight at 6. 

IL W, Knight takes the kni^ at ^. 
B, Bi^bop tfdces die kiu^. 

Note. 
(a> He tak^ lids pavb to promote tns phn of Bukkg • 
queen at ^o. 35* hia biA^ oMOSMiDdiiig thnt'tquan. 
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{J^iftk Back Game.1 

15L fT. First pawn takes the pawn at 13. 

B. Bishq> takes the pawn. 

13. fr. Second pawn at IL 

B. Sixth pawn takes the pawn at 36. 

14. IF. Second pawn takes the pawn at 20. 
B. Bishop at 31. 

15. tF. Q. Bishop at 53. 

B. Sixth pawn takes the pawn at 43. 

16. fF. Seventh pawn takes the pawn at' 43. 
B. King at 64. 

17. IF. K. Bishop at 27. 
B. Eighth pawn'at 62<. 

18. IF. Eigbth pawn at 60. 

B. Eighth pawn takes the bishq> at 53. 

* 

19. fr. Eighth pawn t^es the pawn at 53, 
B, Knight at 61. 

20. rr^ Bishop at ^4. 
B. Kn^t at 44. 

21. W, Queen at 18. 

B. Knight takes die bishop at 54, 

22. W. Queen takes &e knight at 54, 
B. Bishq) at 45. 

23. JF, Queen gives check at 61. 
B. King witibdrawB to 56. - 
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24. /jPI Ei^th pawn at 54» 
Jf. Bishop takes it, 

25. /T. Queen takes die bishop at 54* 
£, Queen at 46. 

26. fr. Q. Rook at 6. 

B. Queen takes tbe queen at 54. 

27. fr. Q. Rook takes the queen at 54. 
B. K. Rook at 47.- 

28. fr. King at 34. • 
B. First pawn at 5. 

29. fr. Q. Rook at 38. 
B. First pawn at 4* 

30. ^. Rook t^es &e pawn at 37. 
B. First pawn at 3. 

31. fFi K. Rode at 1. 
j9. First pawn at 2. 

32. /ST. Q. Rook at 55. 
B. K. Rook at 46. 

33. ir. King at 27. 

jB. Q. Rodk gives <tieck at 3. 

54. /ST. King at 36. 

B. . Rook takes the rook at 35. ' 

35. fK King takes the rook at 35. 

B. Rook at 6. 
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36. fr. King at 28. 
B, King at 47. 

37. fr. King at 19. 

B. Rook ^ves check, at 3« 

38. fT. King at 12. . 

B, Bfxk takes the pawn at 43. 

39. fT. . Book take» tbe pawn at 2. 
B. King at 39. 

40. ^. Second pawn at 2U 
B. Seventh pawn at 53. 

41. fT, Rook at 7. 

B. King at 32< . 

42. fT. King at 13. 

B, Seventh pawn at 52. 

43. fT. King at 22. 

B. Bock giyes check at 46. 

44. fT. Fourth pawn covers the <^ecfe at 90. 
B. Thaid pawn takea it. 

45. fT. Second pawn takes ^ pawn at 3Qu 
B. King rrtuma. to 40. 

46. fF, Rook at 55. 
B. Rack at 62. 

47. fT. King at 23 ; md aftenvaids advanrang Ub 

pawn, wins the game. 
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SIXTH Back Game, 

BEOlHNINtlt AT THE TSNTfi llOTB. 

iOi fF. Sixth pawn takes the paiim at 36. : 
B, K. Knight takes the white yMitu 

11. fFi Q; Knight takes the kni^t at it 
J&4 Queen gives check at, 60^ 

12. fT, Knight covers the dbeck ^ il^ 
J9. Q. Bishop at 52; 

13i ^i K. Bishop at 34. {a) 

A Queen takes the patwn at Sfl. 

14* fT. K. Rdok at 41. (^) \ , 

^4 Queen takes the knight at SU Check.' 

15. fF. King at 26. 

B. Q* Knight at 31* ' 

16. TF, Rook takes the rook at 48. {c) 
B. Rook takes the rook* 

17. W. Queen at 33. 

B. Rook at 42^ and wins the game. 

Notes. 

(a) You could not avoid losing a piece. 

{b) if you had moved your king instead ti the rook, l^ 
would sooner have won the game^ by placing hit K. R^k ^ 
the 42d square. 

(c) I^ you take his bishop, his queen mO ^ve check at 
Sft} and the follovmg move check 8uite> by uddng your rook 
»t 41. / 
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METHOD OF GIVIN& CHECK-MATt 
irnu A kfXML and a bishop agaixst a sook. 

Potition nf the fiteee*. 

fl%re.....King at 38 : 'Rodk. at SO : Bishop at 37. 
.MK'jt.„..Kiiig at 40 : Rook at. 26. 

This sitaatkm is the most advanb^jeoos for defencKn^ the 
RkA} but if the defender does not chuse the 36th square* it 
u not difficult to force Ids kiog to the extremity of the boards ■ 

1. JFfute, Rook gives check at 24. 
Black. Rook covers llie check at 33^ 

2. IF. Rook at 23. 
B. Rook at 26. 

3. fT. Rook at 15. 

B. ' Rook at 25. 

4. fF. Rook at 55. 
B. Rook at 41. 

5. W. Bishop at 51. 
B. King at 48. 

6. fF. Rook at 52. 
B> King at 40. 

7. fF. Rook at 20. 

B. Rook at 25. 
I. 

6. fF. Bishop at 60. 
B. King at 48.^ 

9. fF. Bishop at 46. 

B. Rook gives check at 33. 
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10. W. Bisbop covers the died: at 37. 
B. King at 56. 

11. W. Rook at 60 ; and the f(dk\nng move g^ves 

CHECK-MATE at 64. 

. FIRST VARIATION. 

BSGINKIHO AT TBS VOUBTB HOVft. 

4. /ST. Rook at 55. . 
B. King at 48. 

5. W. Rook at 63. 
jff. Rook at 49. 

6. W. Rook at 23. 

A i?twA gvoes check ai 54. 

7. ^ Bishop covers die check at 46. 
jff. King at 56. 

8« JK Rook gives check at 524. 
j8. King at 63. 

9. fr. • Rook i^ves chsck-mate at 64. 



SEQUEL OF THE FIRST VARIATION, 

founded on the snppodtion that your adversary does 
not at the 6th move give you check with his rook. 

^. fr. Rook at 23. 
B. King at 56. * 

7. fT. Rook gives check at 24. 
B. King at 63. 
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8. W. lUnk |iv«s cbeck {K 64, 
B. King at 54. 

9, W, Hook gives dv»^ 9t 56 and t:^ % 

black fopk> 



6B0(»m VARIATION. 
BBonnmiitt at «mc - HfT^ Kovm 

5. /F. Bishop at 51, 
B, Rook at 43, 

6. W. Bishop at 30, 

B. liook' g^ves check at 35, 

7i /iPI Itisbqp covers 'Cdr diedc at 37« 
j9. Book tk 43. 

ft, ^. Book gives check «t %% 
B. Kng at 32. 

~^. H^, "Rock at 15 } tmd ihe fbtfewio^ move ^t^ 

9HECK-MATE at 16. 

THIRD VAHIATION, 
•seiMinifGii AT xwt 9t.^vn^ iiot% 

7. ir. Books* 20, 
A King at 48. 

8. ^. Bishop at 37. 
^. King at 56. ' 

9t W-t Rook at 60 ; and the Mbwiog move ^ve^ 

P^£9K-;JI(AT& at €4, 



iS7 . 

F06ITI0NS OF THE PIECE9 

t» rniLinoK's v^rFiwisBis gaxis. 

fWMKTso roa TBB AirassxBVT w ra9ncisMT», 

FIRST GAME, p^ge SO. 

WHte King at 49 ; Rook 33 : Bbbop 4^) : Eji^ht 44 i 
Third pawn at 38 ; Seventh 47 : Eighth 59. 

mack King a( 55 : K. Rook 49 : Q. Rook 10 : Ejoight 96 i 
Second paim at 15 : Third 29 : Eighth 63. 

Btaek moves $ WHte vfine. 



$BCOND BACK GAME, page 53. 

fTkfte Kiiig iM: 58 s Queon 40 t Xaiglit 89 s Seveatk pami 
at 46 ; Eighth 59, 

JBlack King at 38 : Rook 53 : Knight 36 % Second pawn at 
15 : Eighth 62. 

Sbck monfH I Wtdte wnem 



SECOND GAME, page S% 

Wfdte King at 57 : Queen 28 : Rook I : Q,. Bishop 14 i 
K. Knight 13 : Q. Knight 18 : First pawn at 4 : Third 19st 
Fifth 38 : Sixth 45 ; Seventh 52 : Eighth 59. 

Black King at 40 : Queen 48 9%K. Rook 64 : Q. Rook 8 t 
K. Bishop 30 : Q. Biahop &^ i first pawn at 5 : Second 20 : 
F9Qnh 29 : Sixth 46 : Seventh 54 : Eighth 60. 

Plock mtyveej White wnt. 
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^IRST BACK GAME, pUgC 6L 

W/dic King at 9 : K. Kmght 28 : Q. Knight 30 : K. Rook S5 : 

Q. Rook 25 : Second pawn at 10 : Third 18 : Sixth 4^ 

Seventh 50 : Ei^th 60. 
miack King at 24 : K. Bishop 48 : K. Rook 62 : Q. Rook 40 : 

Q. Knight 12 : First pawn at 7 ; Second IS : Sixth 46 : 

Seventh 55: Eghth 61. 

Black ^ng in check ,* White vfins. 

SECOND BACK GAME, page 62. 

\llfhite King at 49 : Queen 42 : K. Ro6k 41 : Q. Rook I : 
Q. Bishop 35 : K. Knight 43 : Q. Knight 26 « First pawn 
at 13 : Third 20 : Fifth 37 : Sixth 44 : ^venth 50 % 
Eighth 58. ' 

Black King at 40 ; Queen 32 ; K. Rook 64 ; Q. Rook 16 ; 
K. Bishop 12 ; K. Knight 56 ; Q. Knight 14 ; Hrst pawn 
at 7 ; Third 11 ; Fourth 27 ; Sixth 47 ; Seventh 55 4 
Eighth 63. 

Black moves ; White mm. 

THIRD BACK GAME, page 63. 

White King at 57 : Queen 14 : Rook 9 : K. Bishop 13 : Q. 
Bishop 30 : Q. Ejiight 18 : First pawn at 4 : Third 19 : 
FifUi 37 : Sixth 44 : Seventh 52 ; Eighth 59, 

Bkfck King at 32 : Queen 24 t K. Rook 64 : Q. Ro(^ 8 : 
Bishop 38 3 Knight 22 : First pawn at 5 : Second 20 9 
Fourth 29 I Sixth 46 : Seventh 54 : Eighth 60. 
Black moves : W/iite wins* 

THIRD GAME, page 70. 

Wldte King at 9 : K. Rook 31 ; Q. Rook 51 : First pawa 
»t 2 ; Second 10 : Thurd 19 : Eighth 60. 
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Miack King at 56 : Rook 38 : Bishop 23 : First paiim at 
7 : Second 15 : Third 20 : Fourth 37 : Seventh 55 t 
Eighth 63. 

Black morv&9 J White wm. 



THIKD BACK OAME, pOge 76. 

Vmte King at 49 : Queen 29 : K. Rook 12 : Q, Rook 1 : 
Bishop 35; Knight 2€i : Pawns at No. 5, 21, 28, 37» 
50, 58. 

Black King at 24 : Queen 39 : K. Rook 61 : Q. Rook 56 « 
Bishop 23 : K. Knight 40 ; Q. Knight U ^ Pawns at 
No. 46, 52, 60. 

Black moves ;. White wm. 



FIRST GAMBIT, page 89. 

White King at 49 : K. Rook 41 : Q. Rook 1 : K. Bishop 27 i 
: Q. Bishop 44 z K^iight 53 : Second pawn at 1^ ? Third 19 : 
Fourth i2» t FifUi 36 : Seventh 50. 

Black King at 40 : K. Rook 64 : Q. Rqok 16 : K. Bishop 48 ; 
Q. Bishop 15 : K. Knight 62 : Q. Knight 31 : Fourth 
^wn at 30 : ^xth 47. 

Black mwea ; White whu. 



riRST BACK CAME, page 91. 

White King- at 33 : Queen 44 ; K. Rook 57 : Q. Rook 1 :. 
K. Bishop 27 : Q. Bishop 26 : Knight 36 : First pawn 
at 2 : Second 10 : Third 18 : Fourth 28 : Eighth 60. 

Bhck King at 40 : Queen 39 : K. Rook 63 ; Q. Rook 8 : 
Bishop 52 : Knight 16 : First pawn at 7 : Second 15 : 
Third 22 : Fourth 29 : Sixth 45 : E%hth 61. 
White movce ; Black vane. 
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THIRD BACK CAME, page 93* 

White King at 49 : Queen 11 : K« Rook 41 ; Q. ftaok 1 : 
K.. Bishop 20 : Q. Bishop 44 : Knight 36 : First pawn at 
2 : Second 10 : Third 19 ; Fourth 2a ; Fifth 86 : 
Seventh 50 : Eighth 53. 

Black King at 40 : Queen 48 : K. tlook 64 : Q. Rook 8 d 
K. Bish^ 55 : Q. Bishop 34 : K. Kidght 56 : Q. Knight 16 1 
Fkat pawn at T : Second 15 : Thini iS i Foutll SO s 
Seventh 52 : Eighth 63. 



FOURTH fiACK GAMB, pCtge 94. 

WAite King at 33 ; Queen 25 | K. Rook 57 ; Q. Rook I ^ 
K. Bishop 11 ; Q. Bishop 17 ; K. Knight 43 ; Q. Knight 
at 30, giving check ; First pawn tft 4 | Seconid 10 ; Third 
IB ; Fourth 28 ; Fifth 37 ; Seventh 50 ; Eighth 60. 

Black Kin^ at 40 ; Queen 14 ; K. Rook 64 ; Q. Rook 8 ; 
K. Bishop 55 ; Q. Bifthop 6 ; K. Knight 56 ; Q. Knight 16 -, 
First pawn at 5 } Second 12 ; Third 22 ; Fourth 31 | Fifth 
44 i Sixth 47 } Seventh 52 ; Eighth 62. 

Black moves ^ White 



FIFTH BACK G AUE^ page 9S. 

White King at 33 ; Queen 11 ; K. Bishop 47, giving check; 

Q. Bishop 17 ; K. Knight 43 ; Q. |Cnight 9 ; Q. Rook 1 ; 

First pawn at 2 ; Second 10 ; third 19 t lF*ourth 28 r 

Fifth 36 ; Setcnth 50. 
Black King M 40 ; Queen 32 ; K. Bishop 55 ; K; Knight 56 ; 

Q. Knight 16 ; K. Rook 61 ; Q. Ro<A 8 ; First pawnat 7 ;, 

Second 15 ; Third 28 ; Fourth 30 ; Fifth 44 ; Eighth 53* 
Black moves ; White mna. 
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sixtH BACK GAME, page 95. 

White King at 49 j K. Rook 41 j Q. Rook 1 ; Queen 1 1 ; 

K. Bishop 54; Q. Bishop 30; Q. Knight 9 ; First pawn 

at 2 ; Second 10 ; Third .19 ; Fourth 28 ; Fifth 36 ; 

Seventh 50. 
Biack King at 48, in check; Queen 60 ; K. Bishop 55 ; 

Q. Bishop 24 ; K. Knight Sf ; Q. Knight 31 ; K. Rook 64 ; 

Q. Rook 5; First pawn at 7 ; Second 15 j Third 22. 
Black moves j White vdna. 



SECOND GAMBIT, page 99^ 

White King at 53 : K. Ropk U : Q. Rook 33 : Bishop 11 : 
Knight 61 : First pawn at 2 : Second 10 ; 'third 19 ; 
•Seventh 50 ; Eighth 60. 
Black King at:56 : K, Rook 64 i Q. Rook 32 : Knight 29 ; 
First pawn at 5 : Seconc} IS ; Third 22 ; Seventh 52. 
Black moves ; White wina^ : 



FIRST BACK CAME, PagC 100. 

White King at 41 : Queen 25*' K. Rook 57 : Q. Rook 1 : 
Q. Bishop 17 : K. Knight 37, checking king and queen : 
Q. Knight 34 : First pawn at 2 ; Second 10 : Third 18 : 
Fourth 28': Fifth 37 : Seventh 50 : Eighth 59. 

Black King at 47 : Queen 54 : K. Bisho{> 14 ; Fiftk pawn 
at 44 ; all the rest of the pieces on their own squares, ex-. 
tepk attt^ sixth psrWn, removed from' the boai'd. 

Black moves ; White wins. 

W 



\ 
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THIRD BACK GAMfi^ page 107. 

WMte King at 42 : K. Rook 55 : Q. Rook 4d : Bishop 11 : 
Knight 29 : Pawns at No. 2, 10, 36, 43, 60. 

^/acA: King at 40 ; K. Rook 64 : Q. Rook 32 : K. Knight 48 : 
Q. Knight 22 : Pawns at 7, 15, 23, 30, 44, 62. 

Black morveu s White vnm, 

FOURTH BACK GAME, pagC 108. 

White King at 42 : K. Rook 61 ; Q. Rook 62 : Knight 3 ; 

Pawns at 2, 10, 19, 28, 36, 45. 
Black King at 15 ; K. Rook 64 ; Q. Rook 31 ; Bishop 32 : 

Pawns at 7, 14, 22, 30, 46, 63. 

Black moves : White tdna. 



THIRD GAMBIT, page 112, 

White King at 49 : Queen 62 ; Rook 1 : Bishop 27 : 

First pawn at 2 ; Second 10 ; Third 20 ; Fourth ^37 j 

Seventh 50 : Eighth 58. 
Black King at 64, in check : Queen 31 : K. Rook 48 : 

Q. Rook 32 : Bishop 38 : First pawn at r : Second 15 : 

Third 22. 

Black moves i WMte vnna. 



SECOND BACK GAME, page 118. 

White Ipng at 51 : Queen 62 : K. Bishop 27: Q. Bishop 44 : 
K. Rook 57 : Q. Rook 25 : First pawn at 2 : Second 10 r 
Third 20 : Seventh 46 : Eighth 59. 

Black King at 56 : Queen 28 : Bishop 38 : K. Rook 48 : 
Q. Rook 8 : Knight 37 : First pawn at 7 : Second 15 : 
Third 22 : Sixth 47 : Seventh 54 : Eighth 6Z. 
Black moves ; White wins. 
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THIRD BACK GAME, page 120. 
Wfdte King at 57 : Queen 6 : K. Bishop 54 : Q. Kshop 35 : 
Rook 9 : First {)awn at 2 ; Third 20 : Fourth 30 : 
Seventh 43 : Eighth 58. 
Mack King at 16 ; Queen 48 ; Knight 31 : K. Rook «4 ; 
Q. Rook 21 ; Second paTm at 15 : Sixth 47 : Seventh 55 : 
Eighth 63. 

Black mcrvea ; White wiw. 



SECOKB BACK GAME OF THE FOURTH GAHBIT. 

page 131. 

Whi$e King at 59 : Bishop 43 : Knight 52 : First pxmi 

at 4 ; Second 13. 
Black King at 43 : Knight 28 : First paum at 7 ; Second 15 : 

Third 29 : Sixth 34 : Seventh 53 : EighUi 60. 
White moves ; Black vdm, 

OBSERVATION ON THE FOURTH GAMBIT, p. 132. 

White King at41 : Queen 25 : K. Bishop 20 : Q. Bishop 44 : 
K. Knight 43 : Q. Knight 36 : K. Rook 57 : Q. Rook 1 : 
First pawn at 2 : Second 10 : Third 18: Fourth 37 : 
Seventh 50 : Eighth 58. 

Black King at 40 : Queen 39 : K. Bishop 60 : Q. Bishop 52 : 
K. Knight 56 : Q. Knight 16 : K. Rook 64 : Q. Rook 8 : 
First pawn at 7 : Second 15 : Third 22 : Sixth 47 ; 
Seventh 55 ; Eighth 63. 

Black moves ; White wins. 



QUEEN'S GAMBIT, page 139. 

W/iite King at 22 : Rook 58. 
Black King at 52 : Rook 15 : Pawn at 59. 
White moves ; drawn game. 
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nnsT BACK GAME, page 142. 

WHte Kkigat 44 \ K, Rook 64 \ Q. Ro<^ 33 ; First pfiwn 

at 2 ; Second 10 ; Eighth 59. 
Black King at 29 : K. Bishop 21 : Q, Bi^hop^^ 43 : First pawn 

at 7 : Second 20 : Fifth ?6 : gixth 52[ ; Eighth 62. 
Whitt mavea $ j^lit^kv^. 



SECOND BACK OAMEj-pagC 145. 

Fr«re King at 43 ; Knight I9 ; Rook 7 ; Fowthpawn at ?8 j 

. Fifth 37: Sixth 44 : Seveftth 50- Eighth 58. 
Black King at 38 : Knight 14 : Rook 3? : Fifth'pawn at 5i9 ; 
Sixth 45 : Seventh 54 : Eighth 63. 

Black movos ,• White w^m. 



POURTH BACK,^QAME> page 149. 

fVldte King at 18 ; Queen 27 ; K. Bi^op 20 ; Q. Bishop 17 ) 
Knight 19 ; K. Rook 57 ; Q. Rook 1 ; First pawn at 3 ; 
Second 10 ; Fourth 29; Sixth 36; Eighth St. 

Black King at 40 ; Queen 33 ; K. Bishop 49 ; Q. Bishop 
52 ; K. Knight 50 ; Q. Knight 16 j K. Rook 64 ; Q. Rook 
. 8 ; First pawn at 7 ; Second 15 ; Third 23 ; Fifth^37 ; 
Seventh $5 ; Eighth 63. 

White moves ; Blaclf vnru^ 



FIFTH BACK GAME, page 152. 
WMte King at 23 : Rook 55 : Pawn at 30. 
Black King at 40 : Rook 62 : Pawn at 52, 
Black moves ; White ivins. 
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SIXTH BACK GAME, pOgC 153. 

WMte King at 26 : Queen 33 : K. Bishop 34 : Q. Bishop 17 : 
Rook 1: First paim al ? SI :^' Second 10: Fourth 29: 
Seventh 50. 

JBlack King at 56 : QueeA 51 : Bishop 52 : Knight 31 : 
Rook 42 : First pawn at 7 : Second 15 : Third 23 : 
Fourth 20 : Fifth 37 : Seventh 55 : Eighth 0. 

White moves ; JBlack wins. 



THE FOXLOWIMO AXiCOUOT OF A GAME AT CHESS} IS eiVI^H 
IN THE HONTHI'T MAGAZINE^ MAT 1800. 

" Two Persians had engaged in such deep play, that the 
whple fortune of ^me of them had heen gained bf hisjoppo" 
Dent. The player of tl^e white pieces was the ruined .nuui« 
and made desperate by his loss, he offered his favQurite wife,, 
as his last stake. The white has the move, otherwise he 
would be immediately check^mated. The lady, who had ob* 
served the progress of the game, from a window above, cried 
out to her husband, in a voice of despdr, to *< sacrifice his 
castle, and save his wife.** The situation of the gamw$ being 
ingeniously omstructed, may afford some amusement to chess* 
players) and is therefore subjoined." -^ 

White...Kmg at 60 ; Bishop at 36 ; Rook at 2 ; Pawn No. 2 
at 14 ; No. S at 23. 

£lack...Kin^ at 16 j Queen at 55 ; K. Rook at 56 ; Q. Rook 
at 10. 

White moves, and sacrifices his rook, by giving check at 
No. 8 ; then advancing his pawn No. 3 to the i23d square, 
discovers the bishop's ch^ck-mate. 
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GAMES 



. ELATED 



WITHOUT SEEING THE BOARD. 



neJbOowirig aecmmt ttfifieared in the London J^ew^afietB the 
9th qfMay^ 1783. 

^ Testerday, at the Chess-Club in St. James's street* Mr. 
Philioor performed <me of those wonderful exhibitions for 
which he is so much celebrated. He played at the same 
time three different gameS) iwdthout seeing either of the tables. 
His oppmiii^ts were Count B&uhl, Mr. Bowpler, and Mr. 
Masseb9. To those who understand Chess, this exertion of 
Mr. Phix,iaoe'« aUiJities will appear one of the greatest of 
which the human memory is capable. He goes through it 
with astonishing accuracy, and often corrects mistakes in those 
who havfs the bpard before them. Mr. Philibor sits with 
his back to the tables, and some gentleman present, who takes 
his part, informs him pf the move of his antagonist, and then, 
by his Erection, plays his pieces." 

Jxk the triple party above-mentioned, Mr. Philidor gave 
the move to Count Bruhl, and Mr. Bowdler, and the ad- 
vantage of a pawn and the move, to Mr. Mas^res. The 
wov^ of each partjr were played aUemately. 
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COUNT BRUHL'S PARTY. 

1. White. Fifih pawn at No. 36. 
Black. Fifth pawn at 37. 

2. W. K. Bishop at 20. 
B. Third pawn at 22. 

3. W. Queen at 34. 

B. Fourth pawn at 30. 

4. W. Third pawn at 19. 
B. Sixth pawn at 45. 

5. W. Fourth pawn at 27. 
B. K. Kiught at 46. 

6. W. Fifth pawn takes the pawn at 45. 
B. Q. Bishop takes the pawn at 45. 

7. W» Fourth pawn at 28. 
B. Fifth pawn at 36. 

8. W. Q. Bishop at ^Z, 
B. Fourth pawn at 29. 

9. W. K. Bishop at 11. 
B. K. Bishop at 30. 

10. W. Q, Kni^t at 26. 
B: Q. Knight at 31. . 

11. W. Eighth pa^vn at 59. 
B. Eighth pawn at 62. 

12. W. Q. Bishop at 35. 
B. Queen at 39. 
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13. PT. Swtth pawB at 44. 
jff. Eighth pawn at 61. 

14. fT. Third pawn at 20. 
£. First pawn at 6. 

15. fT. Third pawn takes the pawn at 20* 
B. Third pawn takes the pawn at 29. 

16. fr. Queen at 42. 

B. King castles at 56. Rook at 48. 

17. fF. K. Knight at 34. 
B, Second pawn a!t 13. 

18. JV. King castles at 49. Rook at 41. 
B. Q. Knight at 14. 

19. ^.' K.. Knight at 51. 
jff. ' Seventh pawn at 54»^ 

20. fr. Q. Rook at 17. 
B. Q. Knight at 20. 

21. PT. K* Knight takes the bishop at 45. 
B. Seventh pawn takes the knight $t 45. 

22. fK Queen gives check at 51. 

jff. Queen covers the check at 55. 

23. fFl Queen takes the queen at 55. 
B. King takes the queen at 55. 

24. PT. K. Bishop takes tiie knight at 20. 
B. Second pawn takes the bishop at 20. 

25. ^, Seventh pawn at 51. 
B. Q. Rook at M. 
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26. ^ Seomd pawn at IIJ 
£, K. Bishop at 3* 

27. fF. Q. Rook at 18: 

B. Second pEnm tad^ ifaB pawa at li. 

28. IT. First pawn takes tli6 pawn at 11. 
JB: K. Rook at Si4; 

29. ^. Q. 9oQk/tak«$ the rook ^ Si. ■ 
^. Q. Rode takes the nook at SM. • 

SO. ^ Rode at 1. 

£. Bishop at 12. 

31. fF, Rook takes ^ pstwtt ft tf. 
£. Rook at 14. 

32. ^ King at 43: 
JB. Rook at 37. -^ 

33. ^. Rook at 2. 

£. Bishop takes the koigbt at 26. 

34. fT. Rook takes the Inshop at 36. 
£. I Rook takes i3at patwu at 11. 

35. PT. Rook at 18. 

B. Eighth pawn at 60. 

36. ^. Rook gives check at 23. 
B. King at 54; 

37. fT. Seventh pawn takes Hns pawn at 60. 
B. Knight at 61. 
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38. W. Ro6k at 31, V . 
j9. Knigfat takes the pa\im at 44* 

39. /T. Bishop takes the knight 4t 44. 
^. Rod^ gives check at 43. 

40.* ^. King at 50; 

J?. Rook takes the bis^dp at 44- 

41. W. , Rook takes the p$iivn at 29. 
B. Rook at 43. . 

42. ^ Rook at 32. 
B. Rook at 27. 

43. W. *V)uith paw» at 29. 
B. Seventh pawn at 44* 

44. W. Fourth pawn at 30^ 

B. Rook gives check at 2& 

45. ^. King at 41. ^ . 
A King at 47.. . :. 

46. W. Sevenfli pawn at 61. 
B. Fifth pawn at 35. 

47. W. Seventh pawn at 62* 

B. Sev^th pawn at 43^ and wins the game. 



Mn. BOWDLER'S JPARTY. 

1. White. Fifth pawn at 36. 
Black. Third pawn stf 21. 

2. JF. K. Bishop at 20. 
B. Fifth pawn at 38. 

3. W. Quea at 34. 

B. Q. Kni^t at 22. 

4. /(P: Third pawn at 19. 
B, First pawn at 6. 

5. fF. First pawn at 4. 
^. Second pawn at 14. 

6. fF. Sixth pawn 4t 44. 
B. Fouith pawn at 30. 

7. fF. K. Knight at 43. 
B. K. Knight at 39. 

8. JF. K. Bisiiop at 2. 

jff. Seventh pawn at 54. 

9. fF. Fouith pawn at 27. 
-5> K. Bislxip at 55. 

10. fF. Q. Bishop at 35. 
B. Fourth pawn at 29. 

11. fF. Q. Knight at 26. ^ 

B. King castles at 56. Rode at 48. 

12. fF. Kmg casflfes at 49. Rook at 41. 
£. Sixth pawn at 45. 
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13. W. Fif& pa>im at 37, 
B. £ig^ pawn at 65^, 

14. W. Fonrtfa pawD «t 88. 
B. Thiid pavn at SO, 

t5. ^, Siepand pawn 8t 19. 

B. Second pawn at 13. . 

;& /IP: K. Bishop at 9. . 

B, Q. Bishop at 31. 

17. W, K. Bisht^ at 18. ' 
wS. Queen at 23. 

18. W. Eighth pawn at 59. 
B. Kbg. at €{3. 

19. ;F. King at 58, 

B. Q. Knight at 7. 

20. /F. Sevendi pawn at 5^, 

J!. Second piawn takes the paim «t 4, 

21. W. K. Bishq> takes Ap pawn at 4. 
B. % Knight at 13. 

22. W. K. Bishop takes the knig^ at 13, 
B. Q. Bishop takes the bishop> at 13« 

23. W. K. Rook at 49. 
B. K. Rook at 56. 

24. W, K. Rook at 51. 
B. First paim at 5. 

%p. W. Second pawn takes the pawn at 5. 

B- Q. Rook takf* the pawn at S. . 
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26, fr. VL Rook at 49. 
£. K. Rook at 8. 

27. /T. Q. Rook takes the took at 5. . 
^. Queen takes tlie rook at S, 

a», W. Rook at 17. 

B, Queen at 3. 

29. W. Q. Knight at 41. 
B. . Queen at 11. 

30. W. Queen at 25. 

B' Rodk gives check at 2. 

31. ^. Bishop covers the check at 26, 
B, Queen takes the queen at 25. 

32. W. |look takes the queen at 25t 
B, ^ishop at 4, 

P3, W, Rook at, 9. 

B, Q, Bishop at 11. 

54. W, King at 51. 

B, Knight at 22. 

35. W. Q. Knight at 35, 
B. K, Bishc^ at 48. 

36. W. Q, Bishop at 17. 
B. K. Bishop at 3, 

37. W. Eighth pawn at 60, 

B. Bishqp takes the bSsihc^ at 17. 

38. W. Rook takes the bi^op at 17,^ 
B, Knight at 39. 
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aowDtEK's ja*tt; 




39. 


B. 


Eighth pawn at 61. . . .\ . - 
Rook at 34. . . . - 




40. 


W. 
B. 


Rook at 33. 

Rodk takes the rook at 33. 




41. 


W. 

B. 


K. Knight takes the rook at 33. 
Sixth pawn takes the pawn at 52. 




43. 


W. 
B. 


King takes the pawn ^ 52. 
Knight at 45. 




43. 


B. 


Knight takes the knight at 45. 
Seventh pawn takes th&knight at 45, giving 
check. 


1 


44. 


B. 


King at 51. 
Bishop at 25. 




45. 


W. 
B. 


Knight at 43. 

Bishop takes the kmght at 43. 




46. 


B. 


King takes tb^ bishop at 43* 
King at 54, 




47. 


B. 


King at 35^ 
Kmg at 47, 


1 


48. 


W. 
B. 


King at 27, 
King at 39, 




49. 


W. 
B. 


King at 18. 
King at 31. 




SO. 


B. 


King at 10, 
King at 22. 




51. 


W. 


King at 3. 

King at. 13, maHes a diawn gamCt 





Mr. MASERES' party. 

HE KECEITZD THE FAWW NO. 6 AND THB MOTX. 

1. fF/ute. Fifth pawn at- 36. 
£laci. K. Knight at 62. 

2. fT. Fourth pawn at 28. 
£. K. Kni^t at 47.. . 

3. fF. K, BishBp at 27. 
B. Fifth pawn at 38., 

4. PT. K. Knight at 43.' 
j5. Fourth pawn at 29. 

5. PT. ' Fifth pawn at 37. " 
JS, Third pawn at 21. 

6. ^. Third pawn at 19. . 
N B. Q. Kn^t at 22. 

7. ^. Q. Bishop at 35. 
B. SeoMid pawn at 14. 

8. fF. K. Bishop at 13. 
B. Q. Bishop at 31. 

9. ^. First pawn at 4. 

B. First pawn at 6. . 

10. fT. K. Bishop at 27. 
B. Seventh pawn at 54. 

11. W. Kmg castles at 49. Rook at 41. 
B. Queen «t 23. 
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12. W. Queen at 34. 

B. Tlurd pawn at !20. 

IS. m K. Bishq> at 18. 

j9. Q. Rook at 16. 

14. W. Q. Knight at 3. . 
B. K. Bishop at 39. 

15. m Eighdi pawn at 59. 

j9. King castles at 56. Rod: at 48.. 

16. W. K. Knight at 58. 
B. Second pawn at 13. 

» 

17. W. First pawn takes the pawn at 13. 
B. First pawn takes the pawn «t 13.. 

18. W. Queen at 52. 
B. ' King at 55. 

19. W. Sixth pawn at 44. 
B. K. Knight at 62. 

20. W. Queen at 51. 
B.^ K. Knight at 45. 

21. W. K. Bishdp takes the knight at 45. 
B. K. Rook takes the bishop at 45. 

22. W. Queen at 43. 

B. First pawn at 12. 

23. W. Third pawn takes the pawn at 12. 
B. KttJght takes fiie pawn at 12. 



i(:AiSESES^. VAKtti i?t 



*tft 



Stii, W. SevenA pawn at 52^ 

B. K. Rook at tf 4 

25. W^ Queen at 50. 
B. Kni^t |it S7i 

26. ^i Q. Bishop at 17i 
B. Queen at 14i, 

27. W. Q.. Knigfat at Id. 

B. Knight takes tbe bi:^ at 174 

28. W. Q. BoQ^ taaoes flw knight ttt 17^ 
^. Qu^ tdoes the pawn at IjO. 

29. W. Q. Kni^ at 35. 

B> Queen takes the lyieoa at 50, giving cbedb 

30. ^» Kmg iols$a j^ ^jVpQ} ^ A^. 

B, Qi «Q9k «t a* 

31. W^ Ki Rook ^ 43* 
B, Q. Rook at 27» 

32. W. % Rook at 25. 
Bi Q. Bishop at 4t 

33. W. Q. Rook takes the rook at 27. 
^. ' ThiixJ pawn takes ti^e rook at 27* 

54. W> Ki Knight at 41. 

B. K. Bishop at 124 

^S. W. Rode at 42. 

^. K. Bishop at 19. 
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S6. W. Book at 2. 

B. Q. Bishop at 11. 

37. W. Rook at 42. 

B. K. Bishop takes the pawn at 28. 

38. W. Rook at 26. 

B. Rook takes the pawn at 44. 

3lS>. ^ Rook takes the pawn at 27. 

B, Q. Bisdq) at 20. 

40. W. Kiu^t tali^ the tnshop at 20. 

B. Fourth pa\m takes tbe kn^t at 20. 

41. W. Rook at 43. 

. ..B, Rook takes the rode at 43. 

42. W. King takes the rook at 43. 
B. Bishop takes the pawn at 37. 

43. W, King at 36. 

B. Bishop at 46. ' 

44. W. Knight at 35. 

B. Fourth pawn at 19. 

45. W. King at 27. 
B. King at 47. 

46. W. Knight at 25. 
B. King at 39. 

47. W. Knight takes the pawn at 19. 
B. Bishq> takes the knight at 19. 
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48. W. King takes the bishop at 19. 
B. King at -50. 

49. W. King at 28. 

: B. Fifth pawn at 37, giving check. 

50. W. King at 36. 
B: King at 38. 

51. W. Eighth pawn at 60. . 
B. Eighth pawn at 62. 

52. W. King at 35. 

B. King at 29. . 

53. W. King at 27. 

B. FiMi pawn at S6, ^ving chedc. . 

54. W. King at 35. 
B. Kmg at 37. 

55. W. Seventh pawB at 53. 
V B. Ei^Wh pawn at 61. 

56. W. King at 34. 
B, Kii^ at 44. 

57. W. King at 42. 
B. Kii^ at 52. 

58. W. Kmg at 35. 

B. Kmg takes the pawn at 60. 

59. W. King takes fte pawn at 56. 

B. King takes the pawn at 53, and winsihe 
game. 
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ANOTHER MATCHi 



Played at the CHE$s-CLirs, Mky 10^ IfSS^ itgi^*» 
Count BRvltfc} Jiff*. NSwikLj dhS- i/Dr. LsYcisTEK. 
Mr. NovoeU and Mr. Leicester reeevoed the tdds ef 
a pawn and th^ nutve, arid Cot^ Bruhi atfy thft maw. 



COUNT BRUHL's SECOND FARTt, 

X, Whit^. Fifth pawn «t ^> 
Black, Fiftt pawn at 37, 

%. W, Hiisdi ^BWii at \k. 

B. Fifth pawn takes dite pawn at 44? 

3. W. K. Knigfat at 43. 
B. Seventh pawn at S^^ 

4. ^t K, Bishop it 20. 
B, K. Bishop at 55, 

^{f, i^. Eighth pawn at 60w 
B, Eighth pawn at 62, 

6r ^. Eighth pawn takes ^ |>awn it Sii 
B. Eighth pawn takes the pawn at 53, 

7. ^, K. Rook takes tfife w^ at ei, 
^. K, Bishop takes the nx}k at 64, 

9, fF. Foutlh pawn at 28. 
J?, Ei^th pawn at 52, 



BlltTSL^S SStORD 1»A'KTT^ fll 

9. W. Q. Bishop tak^ the pfnrjs at 44« « 

j?. Eighth pawn takel^ ^ kt^ at 4B. 

10. W. Queen takes tll6 ^awn M 43» 
A Queen at 39. 

11. W, Thiid pawn at 19. 
B. K. Knight at 46. 

12. W. Knight at 26» 

j9. Fout& paum at 39. * 

13. W. K. Biahop at 27* 

^. Fourth pawn takefi the ]Rlfmi bt 36» 

14. ^ Kolgfat takes the piltm at 36. 

B. Kw Kni^ tfaksa the knigjhl jft 3& 

15. .ifiF: Qbtien tdbes t6e kni^t tit 3^. 

B. Queen takes tiie ^eoi tft 3)3* 

16. ^. K. Bishop tal^es ^ queen at 3i5. 
B, Tlord pawn at 2g, 

17. ^ Kmg at 26. 

B, Q. Bishop at 88* 

18. W. Second pawn at 11* 
B, Knight at 31. 

19. W. Rook at 57. 

B, K. Bishop at 46, 

^, W. King at 18. ^ 

J?, King castles 31 16. Rooft at 24. 



18f BRITHL^S 'ISECOXD \?AlTfar« 

••••• • 

21. ^. >Q. Biahopat 30. 
B, Knight at U^ 

22. PF. Q. Bishop at 2L 
B. King at 23. 

23. jr. Rook at 63. 
B. Rook at 64. 

24. i^P: Thiid pawn at 29. ' 
B. Rook takes, the rook a|t 63. 

25. /5P^ K. Bishop takes the rode '-at 63. ' 
B. Knight at 31. > 

26. ^ King at 27. : ^ • 
Be : Kra^ takes the boi^iopat 21. 

27. W, Fourth.pawn'takes the knigjit at 21. 
B, K. Bishop at 39. 

28. W, Second pawn at 12. 
B. First pawn at 6. 

29. W. First pawn at 3. 
B. Sixth pawn at 45, 

30. W. Bishop at 54, 
-ff. King at 31. 

31. /r. Bishop at 61, 

B. K. Bishop at 53. 

32. fF. Bishop at 25. 

B. K. Bishop at 17. 
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- ---^ ••••• 

33. JF. Bishq? at 4. 

B, K. Bishcqp takes the pawn at 3. 

34. W;. King at 19; 

B. K. BiShop at 17. 

35. W. Bishq;* at 25. 

B. K. Bishop at 44. 

36. W. King at 28. 
B. King at 39. 

37. W. Second pawn at 13. 
B. King at 46. 

38. W. Bishop at 43., 
S. Q. Bishop at 31. 

39. W. Second pawn at 14. '.^ - 
^. K. Bishq> at 53, 

40. W. , Bishop at 25. 

B. K. Bishop at 60. 

4i: W. King at 5^5. 

B. King at 37. 

42. rr. Bishop at 43. 

B. K. Bishc^ at 39. 

43. JF. King at 27. 

B, K. Bish(^ takes the pawn at 21. 

44. JF. King at 19. 

B. K. Bishop takes the pawn at 14. 

45. W. King at 11. 

B, King at 28, and wins the game. 



JfijL. NOWELL'S l^AftTY. 

BX aiCBITXS TRK PAWX KO. § ^"SO TB$ V6y^.> 

1. ^f%«<r. Fifth paimat 36* * 
Slack. K. Knight at j62. 

2. fr. K. Bishop at Se. 
jff. Fifth pawn at 38. 

3. fT. Fourth pawn at 27. 
£. K. Knight at 47. 

4. fT. Sixth pawn at 44. 
B. Fourth p^ at 39. 

5. W: K. Bishq» at 11. 
5. K. Bishop at 21. 

6. /T. K. Kni^t at 43. 

B. King castles at 56. Rook at 46* 

7. ^. Fifth pawn at 37. 
B. Third pawn at 22. 

«. ^ Fourth pawn ^ 28. 
B. K. Bishop 'at J.4. 

9. fF. First pawn at 3. 
B. ,Qwe^ j?!t 39, 

IQ. ^. King castles at 49. p9pk j^ ^1. 
B. Th»idj#W8t^i.. 

11. ^. Thiid pawn at 19. 
B. % Insight at 22. 



12. /ri Q. Biabop at 35«> 1^ 

B. Q. Bishop at dl« 

13» ^» Queen at 34. . 

i^. Seventh paMa at M» : 

14. ^. k* Bishop at 18. 
£. K. Knight at 484 

15. PT. Q. Knight at 98. 
JB. K. Kni^t at 4S.. 

16. fT. K. Rook at 42. 

> B. K. Knight take* fe Mihop at 35. 

17. W: Queen takes ds faiig^ sX Si* • 
A Q. Rook at 24» 

18. /T. Q. Knight at 11. 

B> Thiid pawn take* li» pnm ai 2&. 

19. ^. Q. Knig^ takes ^ pevm at 09^ 
M, Km^ takes lie kni^ at SS. 

20. m, Kni^ takes €w 1eu|^ at S8. 
B. Q. Rode at SO. 

21. fF. Q. Rook at si;. 
A Q. Rook.«t124. 

S2. JF. Eighth pa«m at SO. 

B, K. Rook at 47. 

23. W. -King at 58. 

u9. Q. Rook at 48. 
z 
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24. W. Queen(^51. *:• 

B. K. Bishqp at.S2.' , •: 

25. W. Q. Rook at 41. . 

B. Secaid pawl at 13.' ^. 

26. W. Queen at 35. . 

B. First pawn at Jfi j . - . 

27. ^. K. Rook at 48'. i. 
A K.Rook at 5$.. . ' 

28. W. Queen at 26. ». • 
B. . K.vKshop at 23. 

29. W. K. Bishop at 27. 
B. Q. Rook at 16. 

30. W. King at 57. ..r ; • ; . 
B. . ScMentb p9»Ti;at 53. . :. . 

31. ^.t K.Rook.at 51. . . 

B. Seventh, ;p^wn:^e8,.the pawn 'at 44. 

32. W. Rook takes i^e.,;i:ook^ 55, giybgchec^. 
B. Queen t^es the.'todlc at 55. / 

33. W. Rook takes the.. pavm at 44. ) 
B. Queen takes thd ipawn at 37.. 

34. W. Rook ^ves dieck ^ 52» 
B, King at 64. 

35. W. Knight at 43. 
B. Queen at 46. . 
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36. W. Rook at 6a "" 
B. King at 56. 

37. W. Bishop takes the pawn at 6S, giving tbeek. 
B. King at 55. •'* 

38. JF. K. Bishop at 27. 
B. Rook at 64. 

39. JF. Rook ^ves check at 52. 
B. King at 48. 

40. fF. Queen at 35. 
A King at 40. 

41. W. Rook at 54. 
B. Queen at 44. 

♦ • ' . * t 

42. fF. Queen at 21. 
B. King at 32. 

43. W. Rook at 55. . 
B. Queen at 30. 

44. JF. Queen at 35. 
i?. Rook at 48., 

45. TF. Queen g^ves ^eck at 53. 
B. King at 24. , , 

46. W. Queen at 26." • 
B. Fiilh pawn at 37. / 

47. fF. Rook at 54. '■ • ■ ' 
B, Q. Bishop at 38.^' ' ? ' > 



• 1 V 



48. W, QoMn at 62t 

B, Rook at 40, 

49' iFf Sisbef tekcs tlifr|iawi» at ]^, 

B, Rook at 39. 

50, W, Queen g^ves check at €4> 

^. Km^ at 15. 

5}, W, Hock at S3, 

B' Fifth pawn at 36, 

52. W. Knight at 37. 

B, Kbg at 14, 

53* PT, First pawn at 4. 

B. FBh pawn at 35, 

54, fF, K. Knig^ at 43. 
B, Q, ]|$ahop at 31, 

55, JFi Queen gplves ched( a( SJ8, 
J» Queep at %l, 

56, ^ Qneen takes the <|aeen at 21, 
A Kbg takes the queen at SI. 

57, W, Qishop takes i3k biahof^ ttt 3JU 
#, Fust pawn at 34. 

58, m Knig^atS3, 

B, Jiook takes th? biAop 9(9)^ 

59, F; King at 49, 
^. Rof^at47, 

60, AT. Knig^at4S, 

#, Ro9ktah[^(fekiii|||K,t«tf«to1lbBgnqe, 



Ms. LEYCESTEIW FARTY, 

^i<»:i(. Third pawA it 3L 

2. FI Queen gives check «t «!• 
^. Sevang pawn at 54. 

3. ^. Queen takes 4»e jpavm Ml SI, 
B. Q, Knight at 32. 

4. fr. Third paMm at 19. 

£, Fifih pawn at 37, i 

p, W. Queoi irt 35, 

B, K, Knight at 46, , 

6. ^. Eighth pawn at S% 
B, Fourth pawn at 29. 

7. ^ FifUi pawn takes the pawn at 29. 
B, K. Kmght takes the pawQ at 29. 

8. W, Queen at 34, 

B, K, Knight at 44. 

9. W. Q^tsxi at 43, 

B' K, Bishop at 63. 

10. Wt K, Bishop at 13. 

j9. King Ott^ at 56. Bdldc at 48. 

U. ^- Queen at 36. 

B,, Q, Bishop at 45. 

12. W. Queen gives <;;bed( iH «0. 

^, ;fi%«64, 
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• •••• .... ^ 

13. ^.;;9f(wrat;.45lr:- -; ^ . . «/ 
B. ' Q. Bishop at 27. 

14. IF. K. Bishop takes the bishop at 27. 

^. K. Knight ^t^ki^^the bi^p at 27, and 
giv^^hfick- 

15. JF. Kiiig*irt^«4. 

jB. K. Rook takes the pa^m at 42, giving 

16. W. Queen takes the rbok at 42. 

B. K. Knight takes ,the queen at 42. 

17. W. King takes the knight at 42. 
B. Queen at 27. 

18. JF. K. Knight at 34, 

B. Rook gives check at 48* 

19. JF. King at 33. 

J9. Fifth pawn at 36. 

20e JF. K. Rook at 41. 

B. Rook takes the rook at 41. 

SL W, King takes the rook at 41. 

Bp Queen at 18. 

22. JF. King at 33. . r 

jff, . I^Jiig^t at 37. 

^, fF. Q. Knight at 3. . . 

B, Knight gives chepk at 27. • 

;?4. fF. King at 41. 

fif Queen gives chjecjc^m^te at 25. 



iSiAvrcc 



third' match. 



Chess-Clixb, Satur/k^y March 13, 1790. 
Mr. Philidor pk^ed< STAwrf 'iGoines at \ once ; 
tivo withmu ^seeing the boardsy apd t^he jkird an lookr 
ing over the table. Ms^ofifmentsijwerf the \ Hon. 
J3. S. Conway, Mr. Sheldon, and. Capt. S^mith. 
The game in nvhich Mr. ^hilidor saw the^pieices was 
played with Mr. Cormay. Each of his adversaries 
was allotoed' the frst^ move.' . >' . ^ 

Hon. H. S. CONWAY'S PARTY;; " 

!• JSlack. Fifth pawpi at 37. 9^ r 

^Ai*?. Fifth pawn at 36. . r ~\ 

2. J3. K. Bishop at 21. ; ; .^ 
fF. Third pawn at 19. ; 

3. JB. ' Q. Knight at 22. : ^ 
#. K. Bishop at 27. / /* ' 

4. jB. Fourth pawn atjSO,.. - ; 
W. K. Bishop at 18.^ J; ' . V 

5. ^. Queen at 46. / ^ ;.r 
W. Queen at 34. . : ', f 

6. B. Q. Bishop at 52. 

W. K. Knight at .43. ' '. ; 

7. 5. K. Knight at 39. 

W. .Fourth piwp a|:27. \: -, . , 



192^ coKWATfs fAkrr. 

8. £* Ei^tb pavQ at €3^ 
i^. Q. B^iop at 35. 

9« J?# K* Bishop at 14^ 
fK Second imm ai 12L 

10. S: Ring Casdes at 24. tlool: at ^. 
^F* ' Eig^ith patm at 59. 

!!• ^. Q. Bishop takes the knight at 43. 
JTs Queep takes the bishop at 43. 

12« B. Queen takes the queen ^t 43« 

fr. Seventh pawn takes the queen at 43. 

13. £. Fourth pgam at 29. 
PFi First pawn at 4. 

14. J9. Sixth pawn at 45. 

/T. Fifth pawn takes the pawn at 29; 

Rook takes the pawn at 29« 
First pawn at 5. 

K. Bi^p takes liie bbhqp at 35. 
Sixdi pawn takes 1bt bii^p att 35% 

K. Rook at 32. 
King at 34. 

K. Knight at 56. 
Q. Knight at 26. 

K. Kmght at 46. 
Eighth pawn at 60. 

20. £. Fifth pawn at 36. 

^. Seventh pawn takes tihe pawn «it 36. 



IS. 




16. 




17. 


B. 


18. 


B. 

/r. 


19. 


B, 



^1. £. K. Knig^ takes the p^Wn M 3^6. 

/^ Kmg^ takes Ae kn^ «t 3fti 

22. B. Sixth po^ f^icis Ae bught at 36. 
/T. Fotttfli palwl ^ 2d. 

23. ^4 Ki Rbok at 40i > 
fr. Q. Rook it 4ii 

24. ^. Q. Rode at SO. 
fT. Q. Rook at 44. 

25i -ff. Second pawn at 14* 

W: First pawn takes the pat^ if 14. 

26. ^. First pawn takes ^ pawn at l4. 
>^. Q. Rodi: takes the pstvto SA S6i 

27. A K. Rodfe at 48. 
fF. Q. Rook at S2. 

28t B> Seventh pawn at 54* 

W. K. Rook at 49; 

29. ^. K. Knight at 39. 
IT. Sixth pawn at 36i 

30. B. Q. Rook at 46. 
fF. K. Rook at 50. 

31. B. Q. Rook at 43. 
W. Bishop at 27. 

32. j5. Q. Rook at 59. 
fr. K. Rook at ^51.. ■■ ' ' 

S3. 5. Rook taikes fte rexti at 51* 

Wi Robfc takes the rook at 51. 

AA 
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34. B. Book «t 44. 

IF. Sxtf) pawn at 37. 

35. B. Rook takes die pawn at 60. 
fF. Bbiiap takes &e pawn at 54. 

36. B. YisafjaX. takes the bidiop at 54. 
fF. Book takes the km^ at 54. 

37. B. King at 31. 
JF. King at 27. 

38. B. Book at 57. 
fF. King at 20. 

39. B. Third pawn at 22. 
fF. Second pawn at 13. 

40. B. Tlmd pawn takes the pawn at 13. 
W. King at 29. 

41. B. Rook at 59. 

fFi Bode g^ves dieck at 55, *■ ■ ^ 

4St. B. King at 24. 

fF. Sixth pawn at 38. 

43. B. Book takes the pawn at 19. 
fF. Rode gives check at 56. 

44. B. Kbg at 15. 

fF. Sixth pawn at 39. 

45. B. Rook at 35. 

fF. Sxth pawn becomes a Queen at 40. 

46. B. Rook;takes iSoR queen at 40. 

fF. Rook iakes die rook, and wins the g^me. 
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Ma. SHELDON'S PARTY. V 

1. Bhck. Fiftfi pawn at 37, 
White. Fifih pawn at 36. 

SL B. TL Bishop at 21. 

W. Thiid pawn at 19. 

a>, B. K. Knight at 46. 

JF. Fourth paSim at 28. 

A. B. Fifth pawn takes llie pawn at '28. 

fF. Tluni |)awn takes the pawn at 28.' 

$, B, K. Bishop at 14. 

fF. Q. Knight at 19. 

0. B. Fourth pawn at 29. 

JF. Fifth pawn at 37. 

7. B. K. Knight at 36. . 
JF. Q. Bishop at 35. 

8. B. King castles at 56. Rook at 48. 
JF. Sixu pawn at 43. 

9. B. Kiugfat takes die knight at 19. 

fF. Second pawn takes the kmght at 19. 

10. B. Sixth pawn at 46. 
JF. Sixth pawn at 44. 

11. B. Q. Bishop at 38. 

JF. K. Knight at 43. • 
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12. A 

m 


Q. Kni^ at 31. 


IS. B. 


Third p»^ at 2KU 
Kingcast!«|.at49, ^^ 



14. £, K, Bishop at ^, 
^. Queen at 18. . 

15. B, Sixth pawn at 45,. 
fF. Knight at 53, 

16, B, Queen at 39. 

^. Knight t^es the bishop « 38, 

17, B. Queen takes th? knight at 38. 
H^. Third pawn at 80, 

18. B, Kni^ at 14, 

W. Third pawn takds the pawn at 21," 

19, B, Knight takes tl^. pawn, at 5^. 
i^ Bishop takes the knight at 20^ 

520, B, Fourth p^wn t^ci^ th^. bishop at 2Q, 

^, Q, Hook at 17. 

21. B, Fpi^th pawn at 19. 
fT, K, Itook ^ 25.. 

22. ;^ K. Rook at 32, 
fF, K, Rook at 30, 

23. B. Rook takes the rook at SO. 

^. Third pawn tal^s the ? oqk at ^, 



% 
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24. £. BiAcfp at 14. 

W: Bi^h(9 tol^es tiw bUbpp at 14. 

25. J. First pawn tRl«6 1^ bishc^ at 14 . . 
fT, Queen at JH. 

26. j». King at 47. 

^ Queen takes the queen «l S8» 

27. ^. King takes die queen aft 3d; 

^ Rook takes t^ pavm at 19: * 

28. £. Rod^ takes tbe pawn at 2. 
^. Rook at 27. 

29. £. King at 31. 

IF. Fifth pawn ffves check at 38. 

30. £. King takes tbc pawn m S& 
/iP: Third pawn at 31. 

31. B. Rook at 8. • ' , 
fT. Third pawn makes a queen ; fnd ltiou|^ 

forced to be exciiaoged for the rookt the. 
wWte party wins the game. 
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dAPT; SMITH'S PARTY. 

1. £laei. FifUi pawn at 37. 
White. Fif& pawn at 36. 

2. JB. K. Bishop at 21. 
W. K. Knigbt at 43. 

3. £. Fourth pawn at 30. 
W. Third pawn at 19. 

4. JB. Q. Ba^bop at 52. . 
fT. Eighth pawn at 59. 

5. £. Bishop takes the kaig^t at 43.. 
i^. Queen takes the bishop. 

6. JS. Q. Kn^;ht at 22. 
IT. Second pawn at 12. 

7. £. K. Bishop at 14. 
W. First pawn at 4. 

e, JS. First pawn at 6. 

W. K. Bishop at 20. 

9. JB. K. Knight at 46. 

^ Fourth pawn at 27. 

10. ^. Queen at 31. 
fT. Q. Bish(^ at 35. 

11. B. K. Bishq> takes the bishop at 35. 
W, Sixth pawn takes the bishop at 35. 



smith's F^a^T. 19^. 

12. £. King castles at 56. Rook al 49. 
Jfl Seventh pawn at 52., 

13. B. Eighth pawn at 62.; . 
fF. Knight at 26.. 

14. JB. K. Knight at 63. 
fT. Eig^ pawn at 60. 

15. JB. Seventh pawn at 54. 
fT, King at 34. 

16. B. King at 55. 

fT. Fourth pawn at 28. , 

17.. B. Sixth pawn at 46. 

fT. Knight at 41, - 

18. B. Q. Kni^at39. ~. 

W. Knight at 51. 

19. B. Thiid pawn at 22. 
fT. Q. Rook at 49. 

20. B. F01B& ]M(WB at 29. 
fF. Bishop at 11. 

21. B. Fourth pawn takes tiie pawn at 36t 
Wl . Qveen takes the pawn at 36. ' 

22. B. Q. Knight at 29. 
fT. King at 26. 

23. B. Q. Rook at 40. 
/r. Eighth pawn at 61. 



ido 



alft»ll«% tiiiVti 



24 JB. 
fF. 

25. B. 
W, 

26. B. 
W. 

27. B. 
W, 

28., B. 
W, 

29» ^. 



30. ^. 
^. 

31. B. 

32. A 

33. B. 
W. 



QiKdi al 47.- 
Bishop at 1^. 

Q. Kiu^ A 39. 

£ig^ paMn takefi the pawii at 54. 

Queea takes the pawn at 54. 
Queen takes the queoi. 

Kn^^ takes the quiooi at 54. ' 
Knight gives check at 45. 

King at 64. 

K. Rook tidkes the pawn at 62. 



K. Rook at 56. 

K. RoJ^ takes, the k»^ at 63, giving 
check. 

Kmg takes the rook a( 63» 
Rook g^ves chedb at 57* ^ 

Knight at 60 eoVtm ^ C^lj^# 

Rook takes the kn%ht^ adi ^Vts check. 

Kmg ^t 54. 

Knight at 62; discioVefS the bMop*s ehcck. 



King at 53. 
Rook at 61. 



CHECK.MAt£. 
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Whatever niay have been the ori^ of chess, 
the game^ as It is now played, is generally ccmsidei^ 
as rq)resenting a militaiy ei^gement By an unac* 
countable inattention to the names of the pieces, chess- 
players have however permitted the use of such as are 
totally inapplicable. The most powerful and effective 
{Mece on the board ; the most active, and enterprising 
officer in each army is called a queen. The next in 
point of unportance, is sometimes called a castle^ and 
sometimes a rook. The bishop is entirdy out of his 
place,, in a field of battle, and the knight sfipears as a 
volunteer, without a regular comnussion* The king 
is therefore the only piece having an appropriate 
name. The English term pavjn is wholly without 
meaning* 

Such bdng the nominal defects of the pieces^ the 
technical language of the game must consequen% be 
imperfect. Without enumerating all the instances of 
this kind, let any one, for a moment, cc«itemplat€ the 
absurd and incongruous image of a pawn, <>t soldier, 
having, by his courage and perseverance, obtained 
the privilege of being made a queen y— -df a king 
pursued and menaced by powerful enemies, halving - 
no resource but in castling with a bird y-— of this 
same bird, or rook^ capturing and baring off knights, 
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bishops, and queens ! Notwithstanding these defects, 
the game of chess has justly obtained the first rank 
in the list of sedentary amusements ; it has engaged 
the attention, and been the solace of some of the 
greatest men of antiquity, as well as many of the 
greatest men of modem times. 

Impressed with a strong desire to see an amuse- 
ment cf such antiquity, of such &scinating attractions, 
fiieed from every incumbrance, the writer of these 
remarks proproses in the following sketch to sub- 
stitute other names more expressive of the respec- 
tive powers of the pieces ; more suitable^ to the dig- 
nity of the game. ; more descriptive of its military 
character ; and better adapted to our feelings as citi- 
zens of a free republic. In order to shew their 
operation and effect, the new names are adapted to 
one of Philidor's games, and respectfully submitted 
to the Amateurs of Chess* 

Old J\rjMEs. New Names. 

King - - Govonon 

. Queen --..-.- General. 

King's Rook ... - First Colonel. 

King's Bishop ... - First Major. 

King's Knight - - • . First Captain. 

Queen's Rook - - . . Second Colonel. 

Queen's Bishop - - - - Second Major. 

Queen's Knight .... Second Captain. 

Pawn .-.-... Pioneer. 
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PHILroOR's FIRST GAME REPEATED, 

TO SHEW THE EFFECT OF THE NEW KAMES. 

!• WTiite. Fifth pioneer at 36. 
JBlack. Fifth pioneer at 37* 

2. W. First maJOT at 20. 
£. First major at 21. 

3. fF. TWnl pioneer at 19. 
j9. First captain at 46. 

4. ^, Fourth pioneer at 28. (^) 
-ff. Fifth pioneer takes him. 

5. ^ Third pioneer takes the pioneer at 28, (b) 
£. First major at 14. (^) 

(a) You advance this pioneer two squares to obstruct your 
adversary's first colonel in his intended attack cm your sixth 
pioneer, and with the further view of gaining possession of 
the middle of the board, by advancing other pioneers to his 
support. This is a point of great consequence, and contrib- 
utes to their strength and chance of promotion. 

{b) These two pioneers (the fifth and sixth) being well 
situated, should remain where they are, until one of them be 
attacked ; in this case, the attacked pioneer should move for- 
wards. It may here be observed as a general rule, that pio- 
neers posted in this manner in a front line, and well sustained, 
are a great obstruction to your adversary's officers, who might 
otherwise break your ranks, and become very dangerous. 

(c) If this major, instead of retreating, should advance 
and give check at No. 12, your own major is ready to cover 
the check at 26 ; then should he take your major, he will be 
taken by your captain, who will also then support your pioneer 
at the 36th square, now unguarded* But it is not probable 
he will take your major, for being himself a valuable officer 
your adversary would be unwilling^to lose hi^. 
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6, W. Second csqptsdn at 19. 
B. Governor castles at S^. Colonel at 

7. W. First captain at 34. {d\ 
B. Third pioneer at 22. 

a JF. Firet major at 27. {e) ■ 
B. Fourth pioneer at 29. 

9. TF. Fifth pioneer at 37. # 

B. First captain at 40, 

10. TF. Second major at 35. 

B. Sixth pioneer at 46. {/) 

11. JF. Generai at 26, (^) 

B. Sixth pioneer takes the pioneer at 37. (h) 

Notes. 

{d) The captain baa done wro9g in coming liei;«9 to he 
now coD£nes> your »xtih pioneer, 

(ff) To avoid the attack of hi» fourth pioneer, by which 
your fifth would be compelled to take him, and thus, by break-9 
ing the litie of ycxur centre pioneers, diminish their strength : 
whereas, if they can be kept together, and well supported, one 
of th^n will certainly cost your adversary an officer, or become 
oofi himself. 

(/) To oi)en a passage for his cc^onel, and this you can-? 
not prevent, whether you take his pioneer> or not. 

{g) This pioneer exposes himself to capture, but it would 
be wrong to taie him, for your fifth pioneer would thereby 
lose his line ;...on the other hand, if his pioneer takes yours, 
your third will immediately supply his place, and be after- 
wards sustained by the sixth. These two pioneers, if well 
;nanaged, will undoubtedly win the game> because your adver- 
sary cannot now separate them without the loss of an officer. 
Besides, your general posts himself at the 26th square, to de^ 
fend youp pioneer at 42, and also to be .ready to take his 
njajqr, if he shtHild take yours, otherwise your sixth pioneer 
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12. IF. Third pioneer takes the pioiieer at 37. 
B. Second major at 38. (i) 

13. W. First captain at 44. {k) 
B. General at 39^ 

14. W. Second major takes the major at 14. (/) 
B. First pioneer takes the major. 

15. W^ Governor castles at 49. Colond at 41. (m) 
^ jB. Second captain at 31. 

Notes. 

ixiust have done it, and your pioneers would thus be deranged, 
and your game irretrievably lost. 

{K) To facilitate the operations of his colonel. 

(0 To protect his fourth pioneer, and with th^ further 
view of advancing his third. His major might indeed have 
jtaken yoUrs without impeding his plan, but he chuses rather 
to let yours take his, by which, although his pioneers are 
doubled, his colonel obtaiQS a free passage. Doubled pioneers, 
however, are no disadvantage, when they can easily be sus- 
tained by their comrades. This being a move of some con- 
sequence will be the subject of a back game, beginning at this 
P^ move, whea^in his major will take yours, and it will be 
shewn that the variation will not affect the resuH of the game. 
The fourth, fifth, and sixth pioneers well austained, and well 
managed, will infallibly decide the game in your favour..' • 

(^) Your4>k)neer at the 37th square being as yet in no 
danger, you send onit this captain to dislodge, or take your 
adversary's major* 

(/) As it is always dangerous to suffer your adversary's 
first major to command the square immediately before your 
own- officer of the same rank, and as it is also dangerous to 
receive from that officer an attack of any kind, it should be 
an object to get him out of the field as early as possible. For 
this purpose^ your second major should be dispatched to op- 
pose, and take him as soon as a convenient opportunity offers^ 
^en though the capture may cost you tfeit officer. 
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16. 




O^tab takes the major at 38. 1 


17. 


W. 
B. 


Sixth {Honeer at 44. 
First oq^tain at 23. 


• 


18. 


B. 


Sec<»id cdk»d at 33. 
Seventh pioneer at 54. 


(«) 


19. 


B. 


Eighth pioneer at S9. 
Fourth pioneer at 28. 


4 


20. 


B. 


Qa^am. at 36. 
Eighth picmeer at 62. 


(P) 


21. 


B. 


Second pioneer at 11. 
First pioneer at 13. 




22. 


B. 


Seventh pioneer at 52. 
First Capt^ at 29. 




23. 


W. 
B. 


Capt^ at 51. (^) 
First captain at 35. (/ 


•) 


Notes. 
(m) By castling your governor on this mde, your uxth 
pioneer will be protected and strengthened. This pioneer will 



also be the best to send to the assistance of his comrade at 
37 as soon as the latter shall be. attacked. 

(n) To prevent your sixth pioneer from attacking bis 
general. 

(o) This pioneer advances to join his comradeS) in order 
to be ready to march forv^aixl) as soon as your attack be 
formed. 

(/i) To prevent your captain from breaking through his 
rankS) and forcing his general to retire. Had he made any 
other move> your pioneers would have had a clear field. 

(g) To guard your pioneer at the 45th square, with the 
intention of advancing him the next inoye? supported by tha 
colonel, the major, and the captain, 
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24. fF. Second colonel takes the captain at 35. 
B. Fourth pioneer takes the colonel. 

25. W. General takes the pioneer at 32. 

B. Second colonel takes the pioneer at 2* 

26. IF. Colonel at 33. {s) 

B. General takes the pioneer at !!• 

27. fT. General at 36. 

B. General at 38. {t) 

28. fF. Sixth pioneer at 45. 

B. Seventh pioneer takes it. 

29. IF. Seventh pioneer takes the pioneer at 45. {u) 
B. General at 29. (w) 

30. JF. General takes the general at 29. 
B. Third pioneer t^es the general. 

31. JF. Major takes the pioneer at 13. 
B. Captain at 14. 

Notes. 

(r) * Finding that you are advancing upon him with a pow- 
erful force, the captain throws himself into the midst of your 
pioneers, in order to break their line, which he will undoubt-^ 
edly effect, imless you prevent it, by capturing him, although 
you thereby lose your colonel. a* 

(*) To protect your pioneer at the 37th square, other- 
wise he will be left unguarded, when No. 6 advances. 

(0 The general returns to prevent the total defeat just 
ready to take place. 

(«) This pioneer takes his opponent at 45, otherwise your 
whole plan would be reduced to nothing, and you would run 
the risk of losing the game. 

(w) He has no other way of averting the danger threat- 
ened by your general, and major. 
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32» W. Seventh pioneer at 46. (x) 
B. Second 6:donel at 10. 

33. W. Major at 27. 
B. Governor at 47. 

34. W. Major at 45. 
B. Captain at 20. 

35. W. Captain at 61. 

B. Colonel gives check at St. 

36. W. Major covers the check at 52, 
j9. Captain at 26. 

37. JV. Third pioneer gives check at 38. 
B. Governor removes to 54. {y) 

38. W. Seventh pioneer at 47. 
B. Colonel at 46. 

39. W. Captain gives check at 44. 
jB. Governor at 55.' 

40. W. Major at 61. 

jB. Loses the game ; for as soon as the whit^ 

Eioneer reaches the line of promotion he will 
e rewarded with a general's commission. 

Notes* 

(x) When your ittajor moves on the white squares you 
should endeaTOur to keep your pioneers on blacky because the 
major can then guard them from the attacks of your adversa- 
ry's governor, or colonel ; in like manner, when your major 
moves on black, the pioneers should be kept on white. Few 
players have made this remark, though a very useful one. 

(y) As the governor might retire to the 48th square, the 
second back game will shew what is to be done in that case. 

END, ^ 
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